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Dearest Miquella. 
You must abide alone a while. 


INTRODUCTIONS 


OS HIS TEXT IS PART OF A SET OF DOCUMENTS THAT 
outline the rules of Elden Ring D&D, a 5th 
Edition Dungeons & Dragons adaptation of 
the game Elden Ring by From Software. 
The other documents include the Elden 
Ring Player’s Handbook, Elden Ring D&D 
Monster Manual, and the corresponding 
adventure Elden Ring D&D: Call of Grace. This 
document in particular contains all of the information a 
Dungeon Master needs to help a group of player 
characters adventure in the Lands Between. 


THE LANDS BETWEEN 


HISTORY 
‘THE ELDEN RING 


The Elden Ring is a font of power bestowed on the 
Lands Between by the Greater Will. The Ring is 
composed of runes, the arrangement of which creates 
law and order. The Elden Ring has taken many forms 
over the eons since it arrived in the Lands Between 
from the stars. At one point it formed the order of the 
ancient dragons. When Marika first brandished it, she 
removed the Rune of Death from it, creating the Golden 
Order in the process. 

When the Elden Ring was shattered by Queen 
Marika, its constituent runes were scattered throughout 
the Lands Between. The largest shards of the Elden 
Ring were taken by Marika’s demigod children. These 
Great Runes empowered each, and their newfound 
strength triggered the Shattering, an endless war from 
which no lord emerged. 

So long as the Elden Ring remains broken, no new 
order can emerge in the Lands Between. 


THE GREATER WILL 


Of the many powers and individuals that influence the 
Lands Between, none have influence as profound as the 
Greater Will. As powerful as it is enigmatic, the Greater 
Will is the creator of the Elden Ring, and thus the 
source of the gods’ power within the Lands Between. 
The Greater Will’s goals and motivations are 
mysterious. It speaks only through its earthly vassals, 
the Two Fingers. 
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Welcome, honored guest. 
To the birthplace of our dynasty! 


Below you'll find important lore, weapons, armor, 
spells, and more. The majority is for your reference, 
don’t worry if its length seems daunting at first. 

This document is meant for Dungeon Masters. A 
number of spoilers for aspects of Elden Ring’s lore and 
story. If you are a player, please visit the Elden Ring 
Player’s Handbook linked above. Even if you are a DM, 
many of the rules for Elden Ring D&D are only in the 
corresponding Player’s Handbook, give it a read. 


‘THE IT'wo FINGERS 


The Greater Will has no earthly manifestation. Instead, 
it interacts with the Lands Between by proxy. The Elden 
Ring is its mandate of order, and the power of godhood 
is its divine favor bestowed upon those who brandish 
the Ring. When the Greater Will wishes to 
communicate with the denizens of the Lands Between, 
it does so through the cryptic gestures of the Two 
Fingers. 

The Two Fingers appear as a pair of ten foot tall 
fingers, covered in fine hairs. Many pairs of Two 
Fingers appear throughout the Lands Between, often 
aligned to Empyreans, potential candidates for 
godhood. The Two Fingers are powerful entities 
capable of creating shadowbound beasts for their 
chosen empyrean. They can also bind their empyrean’s 
wills, monitoring their actions and rebuking them 
should they stray from their chosen path. 

Since the Shattering, the Greater Will has abandoned 
the Lands Between, leaving the Two Fingers to rot and 
decay. Many have perished waiting for guidance from 
their maker. Those that still survive appear covered in 
withered skin and open sores. They act to create a new 
order to replace the Golden Order shattered by Queen 
Marika. They perform these acts of their own volition, 
as the Greater Will does not respond to their pleas. 

There are some who suggest that the Two Fingers 
never communed with the Greater Will at all, fumbling 
for meaning in a dark, uncaring cosmos. 


AGE OF THE ANCIENT DRAGONS 


The appearance of the Elden Ring predates the Golden 
Order by millenia. Before Queen Marika, there was the 
Order of the Ancient Dragons. A nameless god once 
brandished a more primal Elden Ring, ruling alongside 
her chosen lord Placisudsax. However, Placidusax’s 
god fled their rule for unknown reasons. Confident that 
his god would return, Placidusax entered an eternal 
slumber within his seat of power, Farum Azula. Farum 
Azula would then become a mausoleum made to protect 
the Lord of Dragons while he slept for eons. 

The Order of Dragons soon festered, and the Elden 
Ring was brandished by a new empyrean who would 
shape the world in her image. 


THE CRUCIBLE 


In the time before the Erdtree, the Crucible was the font 
of life and evolution that emboldened the Lands 
Between. Within the crucible, all life blended together 
and flourished in the hue of reddish gold, the color of 
homeward yearning. The Crucible Knights, the most 
formidable of Godfrey’s warriors, draw their power from 
the primordial Crucible and can invoke it through 
incantations to take on bestial aspects. 

In the Age of the Erdtree, those creatures bearing 
aspects of the crucible such as horns and wings are 
bereft of grace. Omen, misbegotten, and others are 
shunned and hunted solely for their crucible heritage. 


THE AGE OF THE ERDTREE 


Through ancient rite and the guidance of the Two 
Fingers, Marika became the vessel of the Elden Ring, 
and today is the Goddess of the Lands Between. To 
secure her Order, Marika used the Elden Rings’ power 
to create the Erdtree. The Erdtree is a massive golden 
tree that sits at the center of the Lands Between. It 
towers above even the tallest mountains and sheds 
brilliant light that outshines the sun itself. 

In the beginning, all things were in opposition to the 
Erdtree. The Fire Giants, and their Fell God’s Flame, 
was the only threat that could burn the Erdtree and 
Marika’s order to ashes. Thus, one of Marika’s first acts 
as a goddess was to command her lord Godfrey and his 
warriors to put the giants to the sword. They were 
successful, and only a single Fire Giant remains alive, 
cursed by Marika to forever guard the Forge of the Fire 
Giants. 

After the Fire Giants were destroyed, the Age of the 
Erdtree began in earnest. It was a golden era where 
blessings fell from the Erdtree like rain. Erdtree 
worship flourished, and adherents built churches in 
Marika’s honor throughout the Lands Between. When 
heroes of the Golden Order died honorably, they could 
be buried nestled in the Erdtree’s roots in the hope that 
they would be reborn in the Erdtree’s boughs. 

This Age could not last forever, and on the Night of 
Black Knives, the Age of the Erdtree would begin its 
inevitable decline. 


THE GOLDEN ORDER 


When Marika plucked the Rune of Death from the 
Elden Ring, she and her children broke from their fated 
demise. This act was the catalyst that formed the 
Golden Order, the most common religion, philosophy, 
and collection of governing principles in the Lands 
Between. The greatest symbols of the Golden Order are 
the Elden Ring, the Erdtree, and Queen Marika the 
Eternal. 

As the Golden Order grew in authority and scope, it 
began to integrate outside faiths and ideologies. Even 
forces that would oppose the Erdtree including the 
Carian Royal Family and the ancient dragons would 
eventually be conjoined under the Golden Order. Only _ 
those ideas that were truly antithetical tothe Golden 
Order, such as those bearing aspects of the crucible, 
cannot be drawn into it. 


When Godfrey was declared Tarnished and banished 
from the Lands Between, Radagon of the Golden Order 
abandoned his wife Renalla, Queen of the Full Moon, to 
become the second Elden Lord beside Marika. Under 
his leadership, he founded the new philosophy of 
Golden Order Fundamentalism. Fundamentalism is 
based on two concepts: the law of regression, the pull of 
meaning and the yearning to converge; and the law of 
causality, the pull between meanings which links all 
things in a chain of relation. Fundamentalism is as 
much a scholarly pursuit as it is a religion. It seeks to 
interpret and understand the principles of the Golden 
Order so as to attain true knowledge. 


THE GOLDEN LINEAGE 


After Marika became the vessel for the Elden Ring, she 
went in search of a lord to serve as her King Consort. 
She found her chosen lord in Godfrey, a mighty warrior 
known for his dominance over the battlefield. However, 
his ferocious nature had to be tempered to take on the 
mantle of lord. Thus he took the Beast Regent Serosh 
onto his back to suppress the ceaseless lust for battle 
that raged within him. 

Godfrey and Marika would bear children who would 
come to create the Golden Lineage, the royal line of 
demigod descendants of the two. Foremost among them 
was Godwyn the Golden, Marika and Godfrey’s son who 
would go on to protect the Leyndell from a war waged 
by the ancient dragons. He even befriended one of his 
greatest foes, the ancient dragon Fortissax. 
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This act of benevolence would go on to form Leyndell’s 
dragon cult, an offshoot of the Golden Order that 
wielded draconic lightning. 

During the Shattering, Great Runes were seized by 
the demi-gods, with many of the Golden Lineage dying 
in battle. Today, only a handful remain. Namely, 
Morgott and Mohg, omen children banished from the 
public eye, as well as Godrick the Grafted, a distant 
descendant of Marika and Godfrey who uses the 
heretical art of grafting in hopes of becoming Marika’s 
next lord. 


CARIA, HOUSE OF THE FULL MOON 


Glintstone sorcery is descended from the work of the 
first astrologers, those who lived with the fire giants in 
the mountains in the far north. They believed that the 
moon and stars foretell the future, as well as the fates of 
all under their watch. This school of study formed the 
basis for the first glintstone sorceries, magic that draws 
from the movement of the stars instead of divine 
sources such as the Erdtree. 

Of the glintstone sorcerers, the Carian Royal Family 
never forgot their origins. While other sorcerers took 
guidance from the Crystallians and the Alabaster Lords, 
the Carians continued to learn from the stars and the 
moons that guide their sovereigns. 

The Carian Royals follow a matrilineal line. Their 
queen, Rennala of the Full Moon, would so entrance the 
scholars of Raya Lucaria, she would become the 
academy’s master. The House of Caria would become 
royalty at the same time. 


THE FIRST LIURNIAN WARS 


As the House of the Full Moon grew in power, the threat 


posed by powerful mages with no allegiance to the 
Erdtree came to Marika’s attention. In response, she 
sent Radagon, a champion of the Golden Order, to lead 
a host to conquer the House of Caria and Raya Lucaria 
by extension. Radagon laid siege to Caria Manor, a 
prolonged conflict that lead to a stalemate as the Carian 
knights wielded their house’s unique sorcery to 
devastating effect. 

In hopes of ending the conflict, Radagon sought to 
conjoin the House of Caria within the Golden Order. 
Cleansing himself with celestial dew at the Church of 
Vows, he atoned for his aggression and married 
Rennala, ending the conflict. They went on to beget 
three children: Ranni, Radahn, and Rykard, all of whom 
would become demigods when their father abandoned 
their mother in favor of Marika. 


THE Nox 


When Marika rose to power, many were opposed to the 
Golden Order. One such group were the Nox, 
worshippers of the night sky and wielders of powerful 
artifice. They sought to bring their own Lord of Night to 
power, an affront to Marika and the Greater Will that 
would not go unpunished. The Greater Will drove the 
Nox deep underground, sealing them within the earth 
under a sea of artificial stars in mockery of their 
dreams. 


Since then, the Nox have occupied the subterranean 
Eternal Cities, continuing to craft new weapons and 
creatures. The albinaurics, silver tears, and dragonkin 
soldiers all hail from the Eternal Cities, and are thus 
bereft of grace as well. 


THE TARNISHED 


Marika was as wise as she was cunning. She foresaw 
flaws in the Golden Order, and sought to plumb its 
depths to find greater truth. In this process, she saw fit 
to banish Elden Lord Godfrey and his followers from 
the Lands Between. Taking their grace, she branded 
them all Tarnished, and commanded that they leave the 
Lands Between to fight and die. 

When Godfrey became Tarnished, Radagon broke his 
marital vows with Rennala to return to Leyndell. There 
he became the second Elden Lord, and broke Rennala’s 
heart irrevocably in the process. 

However, Marika knew well that there would be a 
time where the Tarnished must return. Perhaps she 
even knew that the Elden Ring required a new lord in 
the far future. The last thing she told the Tarnished was 
that one day she would grant them their grace anew in 
the hopes that they would return to brandish the Elden 
Ring. 

This would come long after the Shattering. While 
imprisoned within the Erdtree, she was still the vessel 
of the Elden Ring, and could thus bestow grace at will. 
The adventures in Elden Ring D&D occur after this act, 
as the player characters are returned from death and 
beckoned to the Lands Between. 


NIGHT OF THE BLACK KNIVES 


An empyrean is a demigod chosen by the Two Fingers 
as a candidate for godhood. Of the demigods, Ranni, 
Miquella, and Malenia emerged as empyreans after 
Radagon’s union with Marika. Ranni in particular 
resented this binding of her fate, as her Two Fingers 
would not tolerate its candidate refusing to rise to their 
will. She was well aware that should she betray the 
Greater Will, her fate would mirror her stepmother’s in 
due time. 

In an attempt to unbind herself from fate, she devised 
a scheme to destroy her empyrean flesh. But Marika’s 
first miracle, sealing the Rune of Death, meant that her 
body could not meet its fated death without intervention. 
So Ranni, alongside a cabal of numen women, stole a 
fragment of the Rune of Death from Maliketh the Black 
Blade, Marika’s shadowbound beast who was tasked 
with protecting it. Using the fragment, she created the 
Black Knives, weapons imbued with Destined Death 
that could slay even a demigod. 

But Ranni knew that Destined Death would not just 
slay her body, but her soul as well. So she chose 
another demigod to take on soul-death, Godwyn the 
Golden. And so, on a dark night, assassins took black 
knives and carved a half-wheel centipede wound into 
Godwyns back at the same moment that they carved it 


corollary into Ranni’s. While Ranni’s flesh was slain and 
her soul bound to a doll, Godwyn’s soul was destroyed 
while his body continued to grow and fester. 

The Night of Black Knives shook the Golden Order to 
its core. Marika in particular was driven to the brink, 
and after burying the first demigod to die at the base of 
the Erdtree, entered inside of it and shattered the Elden 
Ring. 


THE SHATTERING 


| The Elden Ring was the source of Order in the Lands 
Between. When Marika shattered it, she was 
imprisoned within the Erdtree by the Greater Will and 
" sundered the Erdtree in the process. With its three 
foundations destroyed, the Golden Order faltered with 
it. Radagon attempted in vain to repair the Elden Ring, 
but its most powerful runes were soon claimed by the 
demigods. Empowered by even a fragment of godhood, 
each sought to seize the Elden Throne for themselves 
and shaping the Lands Between in their image. 
Godefroy the Grafted, a distant descendant of Marika, 
was the first to lay siege to Leyndell. His defeat and 
capture did little to deter others following in his 
footsteps. Radahn was the first of the Shardbearers to 
attack the capital in earnest. Morgott, under his guise as 
Margit the Fell, drove the champion of the battlefield 
back to Caelid before taking the throne and guarding 
the Erdtree from all others. 
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Malenia the Severed waged a campaign moving from 
the Haligtree to Caelid, suffering not a single loss along 
the way. She quickly put down Godrick the Grafted in 
Limgrave, leaving him alive only after he prostrated 
himself before you. Soon Malenia and her cleanrot 
knights met Radahn and his redmanes on the field of 
battle. The two mightiest demigods fought themselves 
to a standstill, with Malenia releasing the scarlet rot 
within her and destroying Caelid in the process. 

Since then, no lord has emerged, and the throne has 
sat empty. Only now has the Grace of Gold called back 
the Tarnished banished so long ago. 

To cross the fog to the Lands Between. 

To stand before the Elden Ring. 

And become the Elden Lord. 


GODS OF THE LANDS BETWI 


THE GOLDEN LINEAGE 
QUEEN MARIKA, THE ETERNAL 


Long ago, Marika the Eternal became both queen and 
Goddess of the Lands Between. Queen Mariker gained 
her moniker after she removed the Rune of Death from 
the Elden Ring. In this act, she permanently forestalled 
the death of her and her offspring, the demigods who 
would one day wage war over her legacy. 

This act is the foundation of the Golden Order, the de 
facto faith of the Lands Between. The Elden Ring, 
Erdtree, and Queen Marika herself form the triumvirate 
power through which its adherents create law and order 
throughout the land. 

When Marika first rose to Godhood, she was granted 
a shadowbound beast as her guardian and brother. 
Maliketh would soon gain the title “Black Blade” after 
Marika tasked him with protecting the Rune of Death. 
After Ranni stole a fragment of death from him, Marika 
forsook her brother until he reclaimed all of the 
deathroot that had infected the Lands Between after 
Godwyn’s death. 

After Godwyn’s death, Marika shattered the Elden 
Ring. While Radagon, her other half, attempted to 
repair it, the Greater Will imprisoned her within the 
Erdtree when he was unsuccessful. After no lord 
emerged during the Shattering War, Marika mustered 
her strength to return Grace to the Tarnished in hopes 
that one could return to the Lands Between and take 
the Elden Throne as her new lord. 


GODFREY, FIRST ELDEN LORD 


In the beginning, everything was in opposition to the 
Erdtree. Marika fought many wars and won many 
battles before she came to rule the Lands Between. 
Many of her victories on the battlefield are the result of 
her Lord Godfrey’s dominance in combat. Once a 
vicious barbarian, Godfrey’s rage was tamed by Queen 
Marika, later making him her first consort. To tame his 
savage nature, Godfrey took the Beast Regent Serosh 
upon his back. 

Godfrey led his warriors in a crusade against the Firé™ 
Giants, emerging victorious in the end. He and his host 
were rewarded with banishment as Queen Marika 
branded them all Tarnished. Stripped of Grace, Godfrey 
led his army out of the Lands Between to eventually die 
in distant lands. 

Godfrey returned to the badlands. He took back the 
name Hoarah Loux and led a tribe of barbarians into 
battle until he perished alongside the rest of the 
Tarnished. 

Far later, the Grace of Gold returned he and Serosh. 
to life. Now he journeys back to the Lands Between in , 
hope of taking back the Elden Throne. 


RADAGON OF THE GOLDEN ORDER 


Little is known of Radagon before his campaign in the 
first Liurnian War. A champion of the Golden Order, 
Radagon led an army from Leyndell to conquer the 
growing Carian Royal Family. After a long siege of Caria 
Manor, Radagon cleansed himself with Celestial Dew 
and married the Carian Queen, Rennala. After joining 
the houses of the Moon and the Erdtree, Radagon 
studied glintstone sorcery at the academy of Raya 
Lucaria. 

Radagon and Rennala would go on to have three 
children. Ranni the Witch would go on to become 
Rennala’s heir, the princess of Caria. Rykard would rise 
to the role of Praetor, and lead church inquisitors on 
behalf of the Golden Order. Radahn would become a 
general within the Golden Order, taking after Godfrey 
as inspiration for his fighting style. 

When Godfrey was Tarnished, Radagon soon broke 
with Rennala and Caria to become Marika’s king 
consort, the second Elden Lord. Little is known of his 
motivation. There he became the figurehead of Golden 
Order Fundamentalism, an introspective philosophy 
that seeks to understand the precepts of the Golden 
Order in all aspects. He and Marika had two demigod 
children: Miquella and Malenia. Both were born cursed 
empyreans. Though he tried to help them, 
Fundamentalism could not cure his children of their 
afflictions. 

Only a select few knew of Radagon’s deepest secret, 
that he and Marika were the same individual. Radagon 
is the aspect of Marika that is her devotion to the 
Golden Order. This duality warred within both of them, 
especially as Marika sought to shatter the Elden Ring. 
Radagon tried to repair the Ring, but was unsuccessful 
as he was not a true god. His last act as lord was to seal 
the entrance into the Erdtree with impenetrable thorns, 
preventing any heretical candidates for lordship from 
entering. 


GODWYN THE GOLDEN 


The progeny of Marika and Godfrey are the Golden 
Lineage, demigods all. None are more beloved than 
Godwyn the Golden. He was the son of Marika and 
Godfrey, and became a paragon of the fledgling Golden 
Order. It is said that Godwyn once defended the capital 
against an attack by a host of dragons, even befriending 
a powerful drake in the process. 

On the Night of Black Knives, Godwyn’s flesh was 
slain by assassin’s under the orders of Ranni the Witch. 
As a tribute to the first of the demigods to die, he was 
buried at the base of the Erdtree. However, the death of 
a demigod was anathema to the Golden Order and thus 
the consequences of a soulless demigod whose body 
lived on were unprepared for the consequences. 
Without a soul, Godwyn’s body continued to grow, and 
the effects of Destined Death carved into his flesh began 
to infect the Erdtree’s roots. 


Death traveled throughout the lands between, growing 
in the catacombs and dark corners of the world. 
Godwyn’s corpse continues to this day to grow and 
grow, even replicating itself into twisted avatars that 
appear where death festers. 

In a futile attempt to salvage the dignity of his friend, 
the dragon Fortissax entered the endless dream of 
Godwyn’s corpse. This act was doomed to failure, and 
Fortissax was infected by the death lingering in his 
friend’s flesh. 


MORGOTT THE OMEN KING 


Omen are cursed beings born with numerous horns and 
thick muscle, aspects of the primordial Crucible. Born 
of Marika and Godfrey, Morgott and his brother Mohg 
were confined to the Subterranean Shunning-Grounds 
below the capital without having their horns excised. 
Convinced of his own cursed nature, Morgott shunned 
his omen blood and sealed it inside of a blade he carried 
within disguised as a walking staff. 

When the Elden Ring was shattered, Morgott 
emerged from the Shunning-Grounds to come to 
Leyndell’s defense. Seizing a Great Rune for himself, he 
fought off multiple invasions. Knowing that the citizens 
of Leyndell would never accept an Omen as king, 
Morgott took on the persona Margit the Fell when he 
went into battle. Morgott hides himself near the Elden 
Throne, leaving only to destroy threats to the city and 
the Golden Order. 


Mouc, LorD OF BLOOD 


While his brother Morgott forsook his Omen blood and 
defended the Golden Order, Mohg took the opposite 
path. After being thrown in the Shunning-Ground at 
birth, he made contact with the Formless Mother, the 
Outer God of Blood. Using his cursed blood as a 
magical conduit, his communion with the Formless 
Mother led him to create powerful bloodflame 
incantations. 

When the Elden Ring was shattered, Mohg took a 
Great Rune and fled Leyndell. Afterward, he used his 
Great Rune to establish a new dynasty, Mohgwyn, that 
would one day overthrow the Golden Order. Since he 
was not an empyrean himself, Mohg infiltrated the 
Haligtree and stole away with the sleeping Miquella. 
Mohg brought Miquella back to Mogwyn Palace where 
he bathes the young empyrean in his accursed blood 
until Miquella awakes and takes Mohg as his promised 
lord. 


RENALLA, QUEEN OF THE FULL 
Moon 


Once a young astrologer, Rennala made contact with 
the Full Moon, a celestial body powerful enough to help 
her found the House of Caria. Soon, the Academy of 
Raya Lucaria accepted her as master after witnessing 
her lunar sorcery. 

After defending her home from assault by the Golden 
Order, she accepted Radagon’s penance and the two 
married. Of their three children, Rennala was the most 
attached to her heir, the Princess Ranni. When she 
came of age, Ranni was brought to the Moonlight Altar 
by her mother, where she communed with her own 
Dark Moon. 

Rennala was an active scholar and astrologer 
throughout her tenure at Raya Lucaria. However, her 
life changed forever when Godfrey was driven from the 
Lands Between. Rennala was abandoned by Radagon in 
favor of Marika, a betrayal which would break her 
forever. As a parting gift, Radagon left her an amber egg 
containing the Great Rune of the Unborn, a shard of the 
Elden Ring granting her the power to birth others anew. 

Realizing that her heartbreak would forever hamper 
her duties as head of the academy, the scholars of Raya 
Lucaria locked the Full Moon Queen in the grand 
library. Surrounded by juvenile scholars, Rennala 
engages in the grim art of reincarnation, birthing her 
“sweetings” anew over and over again. 


GENERAL RADAHN 


Starscourge Radahn was considered the mightiest hero 
of the Shattering, and many thought he was the ; 
strongest among his kin. From a young age, the child of, 
Radagon and Rennala idolized the first Elden Lord, 
adorning his armor with lions to evoke Godfrey’s legacy. 
After being raised to demigod status when his father 
became Elden Lord, Radahn became a champion of the 
Golden Order and a lord of the battlefield. 

As he grew in power and stature, he realized he 
would need to abandon his beloved but scrawny steed 
Leonard. In protest of this fate, he went to Sellia, Town 
of Sorcery, to learn gravity magic from an alabaster 
lord. He inherited his mother’s aptitude for sorcery and 
gained the power he sought and more. Learning that 
Sellia was destined to be destroyed by a meteor, 
Radahn went to war with the cosmos itself, halting the 
movement of the stars with his newfound gravity magic. 

After the Shattering, Radahn found a Great Rune that 
bolstered his already considerable power. Still, he was 
driven from the royal capital by Margit the Fell Omen 
and soon returned to Redmane Castle. There, he and 
his redmane knights would go to war with Malenia and 
her cleanrot knights. After a long and devastating fight, 
Malenia unleashed her scarlet rot onto Radahn, their 
armies, and the entire region of Caelid. The fight was 
brought to a draw, but while Malenia was carried back 
to the Haligtree, Radahn’s body was consumed with 
scarlet rot. His demigod status and Great Rune kept 
him from succumbing, but his intellect and will both 
rotted away over years of wandering the wastes. Today, 
his few remaining knights plot an honorable death for 
their would-be lord. 


PRAETOR RYKARD 


Rykard is the son of Radagon and Rennala, and took the 
role of Praetor after his ascension to demigodhood. 
Rykard was a ruthless justiciar who commanded a 
company of inquisitors who regularly tortured enemies 
of the Golden Order. Any graceless heathens 
(albinaurics, demi-humans, misbegotten and more) 
were taken to Volcano Manor at the top of Mt. Gelmir 
for interrogation. There, Rykard discovered ancient 
magma sorceries originating from the serpents that © 
once dwelled in the volcano. * 
Rykard’s blasphemous ambitions blossomed during 
the Black Knives plot. Working alongside his sister 
Ranni, he was rewarded for his efforts with a tool to 
combat the Black Blade, Maliketh. Praetor Rykard took 
hold of a Great Rune during the Shattering, though he 
held a dim view of the squabbling demigods fighting 
over the Elden Throne. Rather than pursue lordship, 
Rykard began a campaign to destroy the Golden Order 
utterly. The battlefields of Mt. Gelmir proved to be 
among the most brutal of the Shattering War, with 
invading Leyndell forced into cannibalism and madness. 
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Rykard knew that even with the power of a Great Rune, 
his strength alone would not be enough to tear down the 
Golden Order and remove the Greater Will’s influence 
over the Lands Between. So, in his most profound act of 
blasphemy, he fed himself to a great serpent. There he 
grew within the guts of the snake, consuming more and 
more of his own champions in hopes of one day 
devouring the very gods. 


LUNAR PRINCESS RANNI 


The House of Caria follows a matrilineal line. As the 
only daughter of Queen Rennala, Ranni is the princess 
of Caria and the heir to their manor. Upon her 
ascension to demigod-hood, Ranni was chosen as an 
empyrean by her own Two Fingers. The Greater Wills’ 
vassal gave her a shadowbound beast, Blaidd, as a loyal 
companion and guardian. While she and Blaidd were 
inseparable, Ranni never stopped resenting her 
empyrean fate. 

In an effort to resist the influence of the Greater Will, 
Ranni orchestrated the Night of Black Knives. She used 
a Black Knife imbued with Destined Death to slay her 
empyrean flesh, binding her soul to a doll soon after. 
Since then, she has worked with those loyal to the 
Carian Royal Family to forge a new path. Today, she 
uses her power and wits to find a way of ridding herself 
of the ire of her Two Fingers permanently. She follows 
rumors of a powerful weapon hidden in a subterranean 
Eternal City, but the fate of the Carian Royal Family 
rests in the movements of the stars. As long as her 
brother still lives, she may never realize her goals of 
ushering in an eternal night. 


MIQUELLA THE KIND 


Of the demigods, Kindly Miquella is perhaps the most 
fearsome. The children of the dual personas of Marika 
and Radagon, he and his sister Malenia were chosen as 
empyreans from birth. But because they were born of a 
single god, both were cursed as well. Miquella was 
cursed with perpetual youth, while his sister was 
afflicted with the influence of the Outer God of Rot. 
Miquella was gifted with the power to compel affection. 
This was mirrored in his dual personality of St. Trina, a 
kindly woman who appears to the forlorn in dreams. 

Miquella, once an adherent of Golden Order 
Fundamentalism under his Father, abandoned 
fundamentalism as it could do nothing to cure him or 
his sister. Breaking from fundamentalism, Miquella 
pursued the goal of Unalloyed Gold, a philosophy 
focused on creating a pure order untainted by mingling 
with outer gods. In the process, he created unalloyed 
gold needles that could suppress the influence of an 
outer god within an individual. He gave one of these 
needles to his sister which succeeded in halting the 
spread of her scarlet rot. He later created the Haligtree, 
a haven for those rejected by the Golden Order that 
Miquella hoped could replace the Erdtree. 


After he and sister took on Great Runes during the 
Shattering, Miquella embedded himself within the 
Haligtree in hopes that he could grow with the 
Haligtree. Before this process could finish, Miquella’s 
infant form was stolen by Mohg, and is kept in stasis 
within Moghwyn Palace while the Lord of Blood pleads 
with him to take him as lord. 


MALENIA THE SEVERED 


Sister and Blade of Miquella, Malenia was born a 
powerful but cursed child of Marika and Radagon. From 
birth, the Outer God of Rot ravaged the young 
empyrean’s body with scarlet rot, a flesh eating sickness 
with no cure. Early in her life, she met a blind 
swordsman who sealed away the God of Rot. Teaching 
her the way of the flowing blade, she used his 
techniques to not only become a peerless swordswoman 
but also to forestall the effects of her scarlet rot. 

Of the demigods, only Malenia one could hope to 
defeat Starscourge Radahn after the pair took their 
Great Runes. Her peerless swordsmanship gave her the 
confidence to meet Radahn on the field of battle in 
Caelid. Their fight came to an epic climax when Radahn 
destroyed the Scarlet Valkyries prosthesis, which she 
subsequently used to destroy the unalloyed gold needle 
within her flesh. With the God of Rot unbound, Malenia 
unleashed a scarlet aeonia which stopped the battle in a 
draw and destroyed Caelid in the process. 


Malenia fell into a coma as the rot within her flourished 
and was carried back to the Haligtree by a loyal cleanrot 
knight. There she sleeps until the promised return of 
her brother. 


GODRICK THE GRAFTED 


The Golden Lineage is not merely the children of 
Marika and Godfrey. Those children begot many more, 
and over the centuries the Golden Lineage’s divine 
blood diluted over time. None demonstrate this 
degradation more horrifically than Godrick the Grafted. 
Known as the runt of the litter amongst his kin in 
Leyndell, Godrick was fortunate enough to seize the 
Elden Ring’s anchor rune for himself during the 
Shattering. Fleeing Leyndell under the guise of a 
helpless woman, Godrick raised an army of banished 
knights and took Stormveil Castle for himself. There he 
began experimentations with the gruesome art of 
grafting, the process of attaching the limbs of one being 
to another. 

Idolizing his forebear Godfrey, Godrick’s growing 
power led him to insult Malenia during her march to 
Caelid. Rather than accept defeat at her hand, he 
groveled at her feet. Malenia left the godling alive after 
this pathetic display. Since then, he has continued to 
graft more and more victims to himself and his grafted 
scions. 


THE OUTER GODS 


Queen Marika, her demigod offspring, and the Golden 
Order are many of the influences acting within the 
Lands Between. Others are more ethereal and 
enigmatic. The Outer Gods are spiritual beings and 
concepts that seek to twist individuals to their own 
goals. 


THE FORMLESS MOTHER 


Cursed blood flows within the veins of the omen, ripe 
for the blessings of the Formless Mother. The Mother of 
Truth craves wounds, and those that pierce her flesh in 
supplication are rewarded with tremendous power that 
sets their cursed blood aflame. The Formless Mother 
appeared to the imprisoned Mohg within the 
Subterranean Shunning-Grounds. Embracing his curse, 
Mohg communed with his Outer God, creating 
bloodflame incantations through piercing her flesh and 
scattering her blood at his foes. This union would form 
the foundation of the Moghwyn Dynasty and their 
Lord’s Bloody Fingers. 


THE OUTER GOD OF ROT 


Scarlet Rot flowers when stagnation calls the influence 
of the Outer God of Rot. To halt its spread, a blind 
swordsman used his flowing sword to seal it away in the 
Lake of Rot deep beneath the Eternal Cities. This 
swordsman would later come to tutor the young 
Malenia in swordsmanship to treat her own affliction. 
The Rot God’s power is not so easily contained, and 
when Malenia unleashed the Scarlet Aeonia, its 
adherents began to gather in Caelid. 


‘THE FRENZIED FLAME 


The Elden Ring forces order upon the Lands Between, 
dividing and distinguishing those granted grace and 
those it is withheld from. A counteracting force seeks to 
incinerate these divisions, burning away order and 
replacing it with chaotic intermingling. The Frenzied 
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Frenzy beckons the arrival of the Lord of Frenzied 
Flame, the true vessel of Frenzy that will one day take 
the world in chaos. 


THE FELL Gop 


Only the heretical flame of the Fire Giants can burn the 
Erdtree. The source of their potent flame incantations is 
the Fell God dwelling within them. The Fire Giants offer 
sacrifices to the Fell God in the hopes that it will appear 
within them and come to their defense. Alas, the One- 
Eyed God was not able to withstand the forces of 
Godfrey in his campaign against them. 


FACTIONS 


GOLDEN ORDER 


The Golden Order is the de facto religion of the Lands 
Between. Their main holy icons are Queen Marika, the 
Elden Ring, and the Erdtree. The Golden Order is 
described in the History of the Lands Between at the 
start of this document. 


LEYNDELL DRAGON CULT 


When the Erdtree was still a new power in the world, 
the ancient dragons of Farum Azula besieged Leyndell. 
While the most powerful among them, Gransax, fell in 
battle, the rest were spared when the dragon Fortissax 
and Godwyn the Golden made an accord. This moment 
of mercy and good-will created Leyndell’s Dragon Cult. 

Dragon Cultists learned lightning magic from the new 
dragon allies of the Golden Order such as Lansseax. 
Since the Shattering, the Dragon Cult are some of the 
only warriors still left defending the Royal Capital from 
the slew of Tarnished who would claim the Elden 
Throne for themselves. 


RECUSANTS 


The residents of Volcano Manor atop Mt. Gelmir are a 
group of warriors, Tarnished and otherwise, who 
oppose the Erdtree and the Greater Will. When Praetor 
Rykard first took his Great Rune after the Shattering, he 
began a crusade against the Golden Order. His home 
became a haven for all manner of warriors who held a 
grudge against the Erdtree. Rykard’s adherents brand 
themselves “Recusants”, and hunt their fellow 
Tarnished in an attempt to prove themselves to their 
lord. 

Little do they know, the most successful recusants 
more often become the meals of a now-depraved Rykard 
who long ago fed himself to a serpent god. 


BLOODY FINGERS 


The Moghwyn Dynasty has been growing beneath the 
Lands Between since the Shattering. While Luminary 
Mohg waits for his beloved Miquella to take his role as 
God, his Bloody Fingers stalk the Lands Between in 
search of victims to sate their bloodlust. 

War Surgeons like White Mask Varre are common 
recruiters for the Dynasty, plying Tarnished with the 
allure of power. Upon being infected with Mohg’s 
cessblod, they often go mad and use their new blood 
magic to slay anyone they can while they wait for the 
coming of Moghwyn. 


GODSKINS 


Aside from Marika and a handful of her offspring, the 
only Empyrean known to history is the Gloam-Eyed 
Queen. Upon Marika’s removal of the Rune of Death, 
the Gloam-Eyed Queen created an army of Godskin 
warriors draped in the skins of the demigods they 
slaughtered. Only she and her offspring could wield 
Black Flame, powerful incantations that used Destined 
Death as a powerful weapon against the Golden 
Lineage 

She and her Godskins were defeated long ago by 
Maliketh the Black Blade. Soon after, the Rune of Death 
was sealed within him and the font of power the 
Godskins drew from were kept from them. Still, some of 
the Godskins still lurk in dark corners of the world, 
biding their time. 


DRAGON COMMUNERS 


There are some who confuse Dragon Cultists with those 
who partake in Dragon Communion. These two groups 
could not be more different in aims nor methods. Where 
the Leyndell Dragon Cult learns magic from dragon’s 
tutelage, Dragon Communers rip the hearts of dragons 
from their corpses and sacrifice them at altars to take 
their power for themselves. These offerings at Churches 
and Cathedrals of Dragon Communion bestow power in 
the form of incantations. These powerful spells allow 
the caster to take on the form of the dragon’s they kill: 
claws, teeth, and even their terrifying elemental breath. 

It is said that the origins of Dragon Communion begin 
with a schism within dragonkind itself. 
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Dragonbarrow 


Weeping Peninsula 


LIMGRAVE 


The demesne of Limgrave, far south of the Erdtree, is 
bordered to the northwest by the cliffs of Stormveil, and 
under its ever-clouded skies roll the great steppes of the 
pale lands. Other than the Mistwood which envelops the 
south, it is known for its lands which lead to Caelid, a 
path trod by many a soldier in the past. 


WEEPING PENINSULA 


The peninsula, to Limgrave’s south, is named for its 
unceasing rainfall, redolent of lament. 


LIURNIA OF THE LAKES 


The majority of Liurnia, known for its vast forests and 
ever-present fog, is sinking into a lake. The western 
coast has always been closely associated with Carian 
royalty. The majority of Liurnia, known for its vast 
forests and ever-present fog, is sinking into a lake. The 
eastern coast is home to a highroad running north and 
south. The Academy of Raya Lucaria towers over the 
north, while at its base spreads the town built around it, 
now flooded. Two highroads end their journeys here. 


CAELID WILDS 


Caelid, known as the locale of the last battle between 
General Radahn and Malenia, Blade of Miquella, is a 
vast land consummately marred by scarlet rot. 


DRAGONBARROW 


The dragons that escaped the scarlet rot made a nest of 
the plateau to Caelid’s north. Thus it was named 
“Dragonbarrow,” and none dare to enter. 


ALTUS PLATEAU 


The Altus Plateau, where the Erdtree’s base can be 
found, contains the Royal Capital of Leyndell to the east, 
and Mt. Gelmir to the west. Scars from the Shattering 
remain apparent to this day. Leyndell, City of the 
Erdtree, is a metropolis enclosed by double ramparts. 
The inner wall remains unbreached to this day. 


MOUNT GELMIR 


Mt. Gelmir, which houses the Volcano Manor at its 
summit, is characterized by sheer cliffs and ominous 
skies. These qualities only became more pronounced 
after the Shattering. 


MOUNTAINTOPS OF THE 
GIANTS 


Marching ground during the War against the Giants. 
They carved winding paths in the cliff walls right up to 
the summit, leading to the untrodden snow-laden region 
beyond. The remote, desolate eastern summit is the 
highest point in all the Lands Between, overlooking 
even the Flame Peak to the south. 


CONSECRATED SNOWFIELD 


The route through this land, crossed east to west by a 
frozen river, leads to Miquella’s Haligtree. This is the 
path taken by those unchosen, though it is a trial all the 
same. 


MIQUELLA’S HALIGTREE 


Miquella sought to create a haven for all those rejected 
by the Golden Order. Though watered with Miquella’s 
own blood since it was a sapling, the Haligtree 
ultimately failed to grow into an Erdtree. 


CRUMBLING FARUM AZULA 


These ruins are said to be the remains of a giant 
mausoleum enshrining an ancient dragon, guarded by 
chosen beastmen who wield weapons clad in lightning. 
It is said that the ancient royal city of Farum Azula has 
been slowly crumbling since time immemorial. The 
Dragonlord whose seat lies at the heart of the storm 
beyond time is said to have been Elden Lord in the age 
before the Erdtree. 


‘THE UNDERGROUND 


Two great rivers flow beneath the Lands Between, the 
Siofra and the Ainsel. This vast region is said to be the 
grave of civilizations that flourished before the Erdtree. 
At the very depths of the Erdtree’s majestic roots lies 
the source of the Ainsel and the Siofra rivers. Here too 
begins the network of Greattree roots that spread 
throughout the Lands Between. 

The Lake of Rot is a great lake of standing water 
downstream of the Ainsel River. It is said that the divine 
essence of an outer god is sealed away in this land. 

In the lightless depths lies the grave of an ancient 
civilization. It is here Mohg, the Lord of Blood, is 
building his palace, to be the seat of his coming dynasty 
named Mohgwyn. And whatever nightmares that may 
bring. 


WEAPONS 
ALABASTER LORD’s SWORD 


Weapon (greatsword), uncommon. Affinity 
(Intelligence) 

Greatsword forged from a blue-white meteoric ore. 
The blade conceals gravity-manipulating magic. A 
weapon unique to the Alabaster Lords, a race of 
ancients with skin of stone who were said to have risen 
to life when a meteor struck Iong ago. 

When you hit an aberration with this weapon, the 
aberration takes an extra 2d6 slashing damage. 

Alabaster Lords’ Pull (6 SP): As an action, you can 
thrust this weapon into the ground, creating a 
gravitational disturbance in a 20-foot radius around you. 
Each creature of your choice in the area must make a 
Strength saving throw. On a failure, the creature takes 
4d10 force damage, and is pulled in a straight line 
toward you, ending in an unoccupied space as close to 
you as possible. On a success, the creature takes half as 
much damage and is not pushed. 


ALBINAURIC SHIELD 


Weapon (shield), uncommon. Affinity (Strength) 

Tall oval shield made of metal carried by young 
Albinaurics. The ornamentation represents the 
primordial drop of dew from which they are said to have 
been created. Boasts exceptional magic damage 
negation. The Albinaurics’ most formidable foes were 
sorcerers, after all. 

Magic Parry (2 SP): As a reaction to taking damage, 
you imbue your shield with glintstones. Raising it in 
your defense, you gain resistance to force damage until 
the start of your next turn. 


ANT’S SKULL PLATE 


Weapon (greatshield), rare. Affinity (Constitution) 

Huge head of one of the giant ants which inhabit the 
two underground rivers, used without modification as a 
shield. Excels at repeling enemy attacks. Giant ants are 
venomous creatures, granting a boost to immunity when 
wielding the shield. 

Immunity Parry (2 SP): As a reaction, you imbue your 
shield with a cloud of preservative spores. Raising it in 
your defense, you gain advantage on saving throws 
against the Rotting condition until the start of your next 
turn. 


ANTSPUR RAPIER 


Weapon (rapier), very rare. Affinity (Dexterity) 

Spur of a giant ant which has been fashioned into a 
rapier. The blade drips with scarlet rot. Scarlet rot is an 
old legend, of which Maleigh Marais of the Shaded 
Castle was a private believer. And indeed, he eventually 
found his own personal goddess. 


When you hit with an attack using this magic sword, the 
target takes an extra 1d6 poison damage. The target 
must succeed on a DC 16 Constiution saving throw or 
have the Rotting condition for 1 minute. At the end of 
each of its turns, the target can make another 
Consitution saving throw. On a success, the target ends 
the condition. 

Impaling Thrust (1 SP): When you attack with this 
weapon, you may activate this skill as a free action to 
increase the reach of the attack by 5 feet. 


AXE OF GODFREY 


Weapon (colossal weapon), legendary. Affinity 
(Strength) 

Weapon of Godfrey, Elden Lord. It was broken in a 
battle fought as leader of the Tarnished during the Long 
March. This weapon is symbolic of Godfrey’s vow to 
conduct himself as a lord, later becoming an emblem of 
the golden lineage. In the days of the past, a crown was 
warranted with strength. 

This weapon deals additional slashing damage equal 
to twice your Strength modifier on a hit. 

You have advantage on attack rolls with this weapon 
made against creatures frightened of you. 

Regal Roar (8 SP): As an action, you unleash a roar fit 
for a true king. Each creature of your that is within 120 
feet of you and can hear you must succeed on a Wisdom 
saving throw or become frightened for 1 minute. A 
creature can repeat the saving throw at the end of each 
of its turns, ending the effect on itself on a success. 


AXE OF GODRICK 


Weapon (greataxe), very rare. Affinity (Strength) 

Greataxe wielded by Godrick the Grafted. This golden 
battleaxe is emblazoned with the figure of a beast, 
representing the strength of Godfrey, First Elden Lord 
and patriarch of the golden lineage. “I command thee 
kneel! For I am the lord of all that is golden!” 

This weapon deals additional slashing damage equal 
to your Strength modifier on a hit. 

I Command Thee, Kneel! (SP): As an action, you 
slam this weapon into the ground repeatedly, ripping 
the earth up around you in a 15-foot radius around you. 
Each creature in the area must make a Strength saving 
throw. On a failure, the creature takes 5d6 bludgeoning 
damage and is knocked prone. On a success, the target 
takes half as much damage and is not knocked prone. 
For the next minute, the area is difficult terrain. 


AZUR’S GLINTSTONE STAFF 


Weapon (glintstone staff), legendary. Affinity (None) 

Staff of the primeval glintstone sorcerer Azur. Only 
those who have glimpsed what lies beyond the wisdom 
of stone may wield it. 


While holding this staff, you can use a bonus action to 
cast a spell you could cast otherwise, without expending 
a spell slot or using any verbal or somatic components 
Once used, this property of the staff can’t be used again 
until the next dawn. 


BASTARD’S STARS 


Weapon (flail), very rare. Affinity (Intelligence) 

Flail which deals magic damage, having been imbued 
with power by the remembrance of Astel. Formed of the 
same many-colored star debris that comprised the form 
of the Naturalborn of the Void. 

When you hit an aberration with this weapon, the 
aberration takes an extra 4d6 bludgeoning damage. 

Nebula (5 SP): You open a gateway to the dark 
between the stars, a region infested with unknown 
horrors. A 20-foot-radius sphere of blackness and bitter 
cold appears, centered on a point within 150-feet. The 
effect persists for 1 minute or until you lose your 
concentration (as if you were concentrating on a spell). 
This void is filled with a cacophony of soft whispers and 
slurping noises that can be heard up to 30 feet away. No 
light, magical or otherwise, can illuminate the area, and 
creatures fully within the area are blinded. 

The void creates a warp in the fabric of space, and the 
area is difficult terrain. Any creature that starts its turn 
in the area takes 2d6 cold damage. Any creature that 
ends its turn in the area must succeed on a Dexterity 
saving throw or take 2d6 acid damage as milky, 
otherworldly tentacles rub against it. 


BATTLE HAMMER 


Weapon (warhammer), uncommon. Affinity (Strength) 

Large iron warhammer designed for gladiatorial 
combat. Used by duelists who were exiled from the 
colosseum. Weighty enough to crush armor and its 
wearer alike. 

Braggart’s Roar (3 SP): As a bonus action, you bellow 
a boastful roar, declaring your dominance to the world. 
Until the beginning of your next turn, attack rolls 
against you have advantage, and you have resistance 
against bludgeoning, piercing, and slashing damage 
dealt by weapon attacks. 


BEAST-REPELLENT [TORCH 


Weapon (torch), uncommon. Affinity (None) 

A torch which burns oil infused with a special 
incense. The aroma pacifies wild beasts. Torches such 
as these were used to keep unwelcome beasts away 
from treasure troves hidden in caves. 

While holding this torch, beasts have disadvantage on 
attack rolls while within 20 feet of you. 


BEASTCLAW GREATHAMMER 


Weapon (maul), rare. Affinity (Strength) 
Greathammer with a striking end modelled to 

resemble five beastly claws. The black nails protruding 

from golden fur are said to represent Serosh, Lord of 

Beasts, who went to become King Godfrey’s Regent. 
Regal Beastclaw (2 SP): You cast beast claw. 


BLACK BOW 


Weapon (longbow), rare. Affinity (Dexterity) 

Longbow carved from black wood to resemble a 
blade. One of the most difficult bows to master. The 
blade-like body of the bow is light and cuts through the 
air. Though a longbow, it can be wielded similarly to a 
shortbow. 

This weapon lacks the heavy property. Firing it at 
long range does not impose disadvantage. 

Barrage (3 SP): When you make a ranged weapon 
attack on your turn, you can use your bonus action to 
make an additional attack with this weapon. 


BLACK KNIFE 


Weapon (dagger), rare. Affinity (Wisdom) 

Dagger once belonging to one of the assassins who 
murdered Godwyn the Golden on the Night of the Black 
Knives. A ritual performed on the oddly misshapen 
blade imbued it with the power of the stolen Rune of 
Death. 

Damage inflicted by this weapon cannot be reduced 
in any way. When you hit a celestial with this weapon, 
the celestial takes an extra 3d6 piercing damage. 

Blade of Death (5 SP): As an action, you invoke the 
vestiges of Destined Death still held in this blade. A red- 
black flame coats the blade, shooting out as a ranged 
spell attack at a creature within 60 feet of you. This 
attack uses your Affinity modifier. On a hit, the target 
takes 4d6 radiant damage immediately and an 
additional 2d6 radiant damage at the end of its next 
turn. This attack is considered a ranged weapon attack 
for the purposes of the Sneak Attack ability. The target’s 
hit point maximum is reduced by an amount equal to 
the radiant damage taken. 


BLACK LEATHER SHIELD 


Weapon (shield), uncommon. Affinity (Strength) 

Roundshield covered in black leather. On the larger 
side for a medium-sized shield. From the north, this 
shield depicts the polar star in rivets of gold. The inside 
is lined with fur, protecting the carrier from frost. 

Frost Parry (2 SP): As a reaction to taking damage, 
you imbue your shield with chilling frost. Raising it in 
your defense, you gain resistance to cold damage until 
the start of your next turn. 


BLADE OF CALLING 


Weapon (dagger), rare. Affinity (Wisdom) 

Dagger given to one who set out on a journey to fulfill 
her duty long ago. The power of its former owner, the 
kindling maiden, is still apparent. The one who walks 
alongside flame, Shall one day meet the road of 
Destined Death. 

This weapon inflicts an additional 2d6 radiant 
damage on a hit. 

Blade of Gold (4 SP): As an action, you charge this 
blade with golden flame that shoots out as a ranged 
spell attack at a creature within 60 feet of you. This 
attack uses your Affinity modifier. On a hit, the target 
takes 6d6 radiant damage. This attack is considered a 
ranged weapon attack for the purposes of the Sneak 
Attack ability. 


BLASPHEMOUS BLADE 


Weapon (greatsword), legendary. Affinity (Charisma) 

Sacred sword of Rykard, Lord of Blasphemy. 
Remains of the countless heroes he has devoured 
writhe upon the surface of this blade. Now they share 
the same blood, bound together as family. Some HP is 
restored upon defeating an enemy. 

When a creature within five feet of you dies while you 
wield this magic weapon, you regain hit points equal to 
your character level modifier. 

Taker’s Flames (9 SP): As an action, you raise this 
blade above your head and bring it down, creating a 
firey blast in a 5-foot-wide, 60-foot long line. Each 
creature in the line must make a Dexterity saving throw. 
A target takes 6d8 fire damage on a failed save and you 
regain hit points equal to half the total damage inflicted. 
A target takes half as much damage on a successful 
save and you do not regain hit points from the damage 
taken. 


BLOODHOUND CLAWS 


Weapon (claws), uncommon. Affinity (Dexterity) 

Large curved claws used by Bloodhound Knights. The 
curve allows the weapon to slip through an enemy’s 
guard. 

This weapon inflicts Bleed 1 on a hit. 

Bloodhound’s Step (2 SP): As a bonus action, you 
take the Disengage action. Until the end of your turn, 
you become invisible unless you attack or cast a spell. 


BLOODHOUND’S FANG 


Weapon (cleaver), uncommon. Affinity (Dexterity) 

Curved greatsword with a gently undulating blade 
wielded by Bloodhound Knights. A fearsome blade 
capable of brutal airborne attacks. 

This weapon inflicts Bleed 1 on a hit. 

Bloodhound’s Finesse (2 SP): As a bonus action, you 
take the Dash and Disengage action simultaneously. 


BLOODSTAINED DAGGER 


Weapon (dagger), uncommon. Affinity (Dexterity) 

Dagger with a bloodstained blade. Afflicts targets with 
blood loss. As blood darkened the dagger through 
repeated slashing and stabbing, its blade only grew 
sharper and harder. 

This weapon inflicts Bleed 1 on a hit. 

Quickstep (1 SP): As a bonus action, you move up to 5 
feet in any direction without provoking attacks of 
opportunity. Your movement speed is reduced to O until 
the end of your turn. 


BLOODY HELICE 


Weapon (rapier), rare. Affinity (Dexterity) 

Ominous piercing sword with a winding blade. 
Carried by the noble servants of the Lord of Blood. 
Designed to bore into flesh, causing severe blood loss at 
the wound. The extracted blood trickles gracefully down 
the length of the blade. 

This weapon inflicts Bleed 1 on a hit. 

Dynast’s Finesse (4 SP): As a reaction to another 
creature hitting you with a melee attack, you can add 
your Affinity modifier to your AC, potentially causing the 
attack to miss you. If it does, you may make an attack 
with this weapon at your attacker as part of the same 
reaction if they are within your reach. 


BOLT OF GRANSAX 


Weapon (pike), legendary. Affinity (Wisdom) 

Spear whittled from the weapon wielded by Gransax. 
One of the legendary armaments. A great ancient 
dragon, Gransax once rained calamity upon the Royal 
Capital - the only time in historical record that 
Leyendell’s walls have fallen. This marked the dawn of 
the war against dragons. 

When you hit a dragon with this weapon, the dragon 
takes an extra 3d6 points of slashing damage. For the 
purpose of this weapon, “dragon” refers to any creature 
with the dragon type, including magma wyrms and 
flying dragons. 

Ancient Lightning Spear (9 SP): As an action, you call 
a bolt of red lightning to this weapon, imbuing it with 
the power of ancient Gransax. Lifting you off the ground 
briefly, you release the lighting as a ranged spell attack 
using your Affinity modifier at a creature you can see 
within 300 feet of you. On a hit, the target takes 12d8 
lightning damage. 


BRIAR GREATSHIELD 


Weapon (greatshield), rare. Affinity (Strength) 

Greatshield from a foreign land, used by Elemer of 
the Briar. Attacks with this armament utilize the iron 
thorns that have been wound around its frame. 
Originates from Eochaid, a land of proudly solitary 
ascetics. 


Thorn Retaliation (3 SP): As a reaction to a creature 
within five feet of you making a melee attack against 
you, you thrust your shield towards them. Make a melee 
weapon attack with your Affinity modifier at the 
creature. On a hit, the target takes piercing damage 
equal to 1d4 + your Affinity modifier and is afflicted by 
Bleed 1. If this reduces the target to 0 hit points, the 
triggering attack is nullified. 


BRICK HAMMER 


Weapon (maul), uncommon. Affinity (Strength) 

Large iron warhammer designed for gladiatorial 
combat. Used by duelists who were exiled from the 
colosseum. Weighty enough to crush armor and its 
wearer alike. 

This weapon deals double damage to objects and 
structures. 

Barbaric Roar (2 SP): When you make your first 
attack on your turn, you can activate this ability, uttering 
a gutteral roar. Doing so gives you advantage on melee 
weapon attack rolls using Strength during this turn, but 
attack rolls against you have advantage until your next 
turn. 


BUCKLER 


Weapon (shield), uncommon. Affinity (Dexterity) 

A small metal roundshield. The bump in the center 
enables parrying techniques. A well-timed parry can 
break an enemy’s stance, allowing a critical hit. Best 
suited for those prepared to take the risk to reap their 
reward. 

Nimble Parry (1 SP): As a reaction to another 
creature hitting you with a melee attack, you can add +2 
to your AC, potentially causing the attack to miss you 


BUTCHERING KNIFE 


Weapon (cleaver), uncommon. Affinity (Strength) 

Hu§ge carving knife made to cleanly butcher the 
human body. Signature weapon of the Ogress 
Anastasia, known to have eaten countless Tarnished 
while disguised as a Finger Maiden. Restores a very 
small amount of HP when it squarely strikes an enemy. 

When you hit a creature with this weapon, you regain 
1 hit point. 

Barbaric Roar (2 SP): When you make your first 
attack on your turn, you can activate this ability, uttering 
a gutteral roar. Doing so gives you advantage on melee 
weapon attack rolls using Strength during this turn, but 
attack rolls against you have advantage until your next 
turn. 


CARIAN GLINTBLADE STAFF 


Weapon (glintstone staff), rare. Affinity (None) 

Staff embedded with a blue glintstone. One of two 
types of Carian staff. Gifted to enchanted knights, it 
enhances Glintblade sorceries. 


While holding this staff, Carian spells you cast that 
produce glintblades (eg. magic glintblade) gain a +2 
bonus to spell attack rolls and saving throw DC. 


CARIAN GLINTSTONE STAFF 


Weapon (glintstone staff), rare. Affinity (None) 

Staff embedded with a blue glintstone. One of two 
types of Carian staff. Given to sorcerers that they might 
enact the role of knight. Enhances Carian sword 
sorceries. 

While holding this staff, Carian spells you cast that 
conjure melee weapons (eg. carian slicer) gain a +2 
bonus to spell attack rolls and saving throw DC. 


CARIAN KNIGHT’S SHIELD 


Weapon (shield), rare. Affinity (Strength) 

A teardrop-shaped shield embedded with blue 
glintstones. Carried by knights who served the Carian 
royal family. Excels when facing magic or holy attacks. 
Just who were these knights preparing to fight? 

Magic Parry (2 SP): As a reaction to taking damage, 
you imbue your shield with glintstones. Raising it in 
your defense, you gain resistance to force damage until 
the start of your next turn. 


CARIAN KNIGHT’S SWORD 


Weapon (longsword), uncommon. Affinity (Intelligence) 

Straight sword embedded with a blue glintstone. 
Weapon of knights sworn to Carian royalty. These 
knights’ swords could serve as catalysts, letting them 
wield sorcerous battle skills. Despite numbering fewer 
than twenty, this power made them a match for even the 
champions of gold in battle. 

This sword can be used as a spellcasting focus for 
sorcery spells. 

Carian Grandeur (6 SP): You cast carian greatsword. 
The range of the spell increases by 10 feet. 


CARIAN REGAL SCEPTER 


Weapon (glintstone staff), legendary. Affinity 
(Intelligence) 

Magic scepter of Rennala, Queen of the Full Moon. 
The glintstone is known as a Carian Blue, enhancing 
full moon sorceries. Only those of the highest 
intelligence may wield this, the finest of all glintstone 
staves. 

While holding this staff, Cosmic spells you cast gain a 
+2 bonus to spell attack rolls and saving throw DC. 
Creatures cannot have advantage on saving throws 
against spells you cast while wielding this staff. 

You may cast counterspell and dispel magic once per 
day each while wielding this staff. You must still expend 
SP as normal. 


Spinning Weapon (2 SP): As an action, you hold your 
hands in front of you, levitating your weapon and 
spinning it around you until the beginning of your next 
turn. When a creature moves within five feet of you or 
starts their turn within 5 feet of you, it must succeed on 
a Dexterity saving throw. A target takes 3d6 slashing 
damage on a failed save, and half damage on a 
successful one 


CELEBRANT’S WEAPON 


Weapon (any melee weapon), uncommon. Affinity 
(Strength) 

Cleaver decorated with many-colored fabrics. 
Ceremonial tool used by dancers during the festivities of 
Dominula, Windmill Village. Crafted from human bone. 
Grants trace amounts of runes upon landing attacks. 

When you hit a creature with this weapon you receive 
5 runes. 

Wild Strikes (1 SP): When you make your first attack 
on your turn, you can decide to attack recklessly. Doing 
so gives you advantage on melee weapon attack rolls 
during this turn, but attack rolls against you have 
advantage until your next turn. 


CHAINLINK FLAIL 


Weapon (flail), uncommon. Affinity (Strength) 

A spiked iron tube attached by a chain wielded by 
Mad Pumpkin Heads. Especially large for a flail, 
wielding it requires more strength than it does dexterity. 

This weapon inflicts Bleed 1 on a hit. 

Spinning Chain (2 SP): As a bonus action, you begin 
spinning the chain on your flail until the end of your 
next turn, preparing to strike at a moments notice. 
When a creature moves within 5 feet of you or makes a 
melee attack against you, you may use your reaction to 
make an attack the target with this weapon. 


CINQUEDEA 


Weapon (dagger), rare. Affinity (Dexterity) 

Short sword given to high ranking clergymen of 
Farum Azula. Raises potency of bestial incantations. 
The design celebrates a beast’s five fingers, symbolic of 
the intelligence once granted upon their kind. 

While holding this dagger, you may add your Affinity 
modifier to one of the damage rolls you make when you 
cast a Bestial spell. 

Quickstep (1 SP): As a bonus action, you move up to 5 
feet in any direction without provoking attacks of 
opportunity. Your movement speed is reduced to O until 
the end of your turn. 


CIPHER PATA 


Weapon (caestus), uncommon. Affinity (Dexterity) 

One of the weapons originating from the Two 
Fingers. A formless sequence of ciphers comprise its 
blade, and as such no shield can repel it. Deals holy 
damage. The furtive inscription appears to hang in the 
air; the language of light spoken by the Two Fingers. 

This magic weapon is completely weightless, 
wrapping around your hand and springing from it ina 
straight line. It deals radiant damage instead of 
bludgeoning. The cipher’s emits bright light in a 15-foot 
radius and dim light for an additional 15 feet. 

Unblockable Blade (2 SP): When you make an attack 
with this weapon, you can activate this skill as a free 
action to increase its reach by 15 feet. You have 
advantage on the attack if the target is wearing medium 
or heavy armor, or a shield. 


CLAWMARK SEAL 


Weapon (sacred seal), rare. Affinity (None) 

A sacred seal given by Gurrangq, the Beast Clergyman. 
The claw mark represents Gurranq’s wrath. Enhances 
bestial incantations learned from Gurranq. 

While holding this seal, Bestial spells you cast gain a 
+2 bonus to spell attack rolls and saving throw DC. 
When you cast a spell while holding this seal, may use 
Strength as your spellcasting ability modifier. 


CLAYMAN’S HARPOON 


Weapon (spear), uncommon. Affinity (Dexterity) 

Harpoon with a tip made from a sharpened meteorite 
shard. Wielded by the claymen who infest dynastic 
remains. The blade emits a faint light and deals magic 
damage. 

This jagged harpoon deals an additional 1d4 force 
damage on a hit. It emits dim light in a 5-foot radius. It 
also has the Thrown (30/120) property. 

Impaling Thrust (1 SP): When you attack with this 
weapon, you may activate this skill as a free action to 
increase the reach of the attack by 5 feet. 


CLEANROT SPEAR 


Weapon (pike), rare. Affinity (Wisdom) 

Spear of the Cleanrot Knights who fought alongside 
Melania, Blade of Miquella. The winged golden blade 
deals holy damage. The diminutive shieldd is blessed 
with an incnantation that wards off rot. 

This spear deals an additional 1d6 radiant damage on 
a hit. You have advantage on saving throws against the 
Rotting condition while wielding this spear. 


Sacred Phalanx (5 SP): As an action, you summon 
dozens of spears made from holy light that burst from 
the ground in a 20-foot cone in front of you. The area is 
difficult terrain until the spears disappear at the end of 
your next turn. Each creature in the area must make a 
Dexterity saving throw. On a failed save, the target takes 
3d6 piercing damage and is retrained until the end of 
your next turn. On a successful save, the target takes 
half damage and is not restrained. 


CLINGING BONE 


Weapon (caestus), rare. Affinity (Charisma) 

Horrific weapon made of a hardened skeletal arm. 
Wielded by Ensha of the Royal Remains. Fitted by 
placing one’s hands into the fists’ grips until they dig in. 
“’O clinging creature. A king relinquishes not the 
hand.”” 

Lifesteal Fist (3 SP): As an action, your fist wreathes 
itself in shadow and flame. Make a melee spell attack 
against a creature within your reach. On a hit, the target 
takes 3d6 necrotic damage, and you regain hit points 
equal to half the amount of necrotic damage dealt. 


CODED SwORD 


Weapon (longsword), very rare. Affinity (Dexterity) 

Hidden sword once granted to the Tarnished of the 
Roundtable by the Two Fingers. A formless cipher 
comprises its blade, which deals holy damage no shield 
can repel. Champions would gather at the Roundtable 
Hold in days long past, when the Two Fingers were 
masters of oration, their flesh yet full of vigor. 

This item appears to be a longsword hilt. While 
grasping the hilt, you can use a bonus action to cause a 
blade made of radiant ciphers to spring into existence, 
or make the blade disappear. While the blade exists, 
this magic longsword has the finesse property. If you 
are proficient with shortswords or longswords, you are 
proficient with the coded sword. 

This weapon deals radiant damage instead of 
slashing damage. 

The sword’s luminous blade emits bright light in a 15- 
foot radius and dim light for an additional 15 feet. The 
light is sunlight. While the blade persists, you can use 
an action to expand or reduce its radius of bright and 
dim light by 5 feet each, to a maximum of 30 feet each 
or a minimum of 10 feet each. 

Unblockable Blade (2 SP): When you make an attack 
with this weapon, you can activate this skill as a free 
action to increase its reach by 15 feet. You have 
advantage on the attack if the target is wearing medium 
or heavy armor, or a shield. 


COIL SHIELD 


Weapon (shield), uncommon. Affinity (Constitution) 

An extremely odd shield adorned with a coiled bronze 
snake. An excellent choice for attention-seekers. This 
Shield provides an effective defense against poison - 
after all, how does one poison a poisonous snake? 

Viper Bite (1 SP): When you make an attack, you may 
activate this skill as a free action to animate the viper 
coiled around this shield instead. Make a melee weapon 
attack at a creature within 10 feet. On a hit, the target 
takes 1d6 piercing damage and must succeed ona 
Constitution saving throw or take 3d6 poison damage. 


COMMANDER’S STANDARD 


Weapon (halberd), very rare. Affinity (Charisma) 

A beaten red battle standard is furled around this 
time-worn halberd. Even after his lord was fled, 
Commander O’Neil continued to brandish this flag in 
the devastation of the rot-eaten field of battle, the sole 
veteran who remembers this battle with pride. 

Rallying Standard (6 SP): As an action, you hold the 
war banner aloft and let the banner fly. You and up to 
six creatures you can see within 30 feet of you are 
emboldened for 1 minute. Each emboldened creature is 
immune to being frightened and gains temporary hit 
points equal to your Affinity modifier at the start of each 
of its turns. A creature must be within 30 feet of you to 
gain these benefits. This effect ends if you aren’t 
wielding this weapon or if you are incapacitated. 


COMPOSITE BOW 


Weapon (shortbow), uncommon. Affinity (Dexterity) 

Bow composited from a mix of Materials. Demands 
high attributes, and is tricky to wield, but is a fearsome 
tool when mastered. 

Firing this bow at long range does not impose 
disadvantage. 

Mighty Shot (1 SP): Until the end of your turn, before 
you make an attack with this weapon, you can choose to 
take a -5 penalty to the attack roll. If that attack hits, you 
add +10 to the attack’s damage. 


CRANIAL VESSEL CANDLESTAND 


Weapon (maul), very rare. Affinity (Wisdom) 

Candlestand used in worship of Birac, the most 
hallowed Monk Prelate of the Giants’ Flame. 
Concerned over the lazy arrogance with which the 
monks treated the Flame, Birac severed his own head 
as a lesson to the others, intending it be used as a 
candlestand. His faith yet smolders from within the 
cranial vessel. 

This massive candlestand burns at the tip constantly, 
shedding bright light in a 10 foot radius and dim light 
for an additional 20 feet. On a hit, it deals an additional 
1d8 fire damage. 


Surge of Faith (5 SP): As an action, you place this 
weapon on the ground before raising it abruptly into the 
air. Fire erupts from the vessel, ejecting fireballs that 
rain down from the sky. Choose a number of creatures 
up to your Affinity modifier that you can see within 30 
feet of you. Each target must make a Dexterity saving 
throw. On a failed save, the creature takes 4d6 fire 
damage. On a successful save, the target takes half as 
much damage. 


CREPUS’S BLACK-KEY CROSSBOW 


Weapon (light crossbow), rare. Affinity (Strength) 

Black crossbow featuring a long stock. Used for 
sniping, it has a very long range. Weapon of Crepus, 
who served the Two Fingers from the shadows of the 
Roundtable as the head confessor. 

Firing this bow at long range does not impose 
disadvantage. If you you hit a creature with this 
crossbow with advantage on the roll, the attack deals an 
additional 1d8 piercing damage. 

Kick (1 SP): As a bonus action, you may shove a 
creature within five feet of you. You may use your 
Affinity modifer in place of strength for the shove. 


Cross-NAGINATA 


Weapon (pike), uncommon. Affinity (Dexterity) 

Weapon consisting of a three-pronged blade affixed to 
a long pole. The Jong central blade closely resembles a 
katana. A weapon of the Land of Reeds, known for its 
ability to be wielded as a spear while still being capable 
of performing slashing attacks. 

This weapon inflicts Bleed 1 on a hit. 

Impaling Thrust (1 SP): When you attack with this 
weapon, you may activate this skill as a free action to 
increase the reach of the attack by 5 feet. 


CRUCIBLE HORNSHIELD 


Weapon (greatshield), rare. Affinity (Strength) 

Greatshield of red-tinged gold carried by Crucible 
Knights. Features a great horn. An ancient holiness 
dwells within. The crucible horn skewers foes when 
performing shield bashes. 

Horn Retaliation (2 SP): As a reaction to a creature 
within five feet of you making a melee attack against 
you, you thrust your shield towards them. Make a melee 
weapon attack with your Affinity modifier at the 
creature. On a hit, the target takes piercing damage 
equal to 1d8 + your Affinity modifier. If this reduces the 
target to 0 hit points, the triggering attack is nullified. 


CRYSTAL STAFF 


Weapon (glintstone staff), rare. Affinity (None) 

Staff fashioned from pure crystal; a deed impossible 
for a human. Enhances Crystalian sorceris. The 
Crystalian’s faint cognition is know as the “wisdom of 
stone.” 


While holding this staff, Crystallian spells you cast gain 
a +2 bonus to spell attack rolls and saving throw DC. 


CRYSTAL WEAPON 


Weapon (any), uncommon. Affinity (Dexterity) 

A knife made by sharpening hard crystal. Signature 
weapon of glintstone miners. Used as a tool to extract 
glintstone from broken rock, and as such a faint magic 
enwreathes the blade. 

When you attack with this magic weapon, you can use 
your Intelligence modifier for the attack and damage 
rolls. 

Quickstep (1 SP): As a bonus action, you move up to 5 
feet in any direction without provoking attacks of 
opportunity. Your movement speed is reduced to 0 until 
the end of your turn. 


CUCKOO GREATSHIELD 


Weapon (greatshield), uncommon. Affinity (Strength) 

Metal Greatshield painted with a peering cuckoo. 
Carried by the enchanted knights sworn to the academy. 
Boasting high magic damage negation, this shield is 
used to hunt down mages. Our enemy is none other 
then Caria itself 

Magic Parry (2 SP): As a reaction to taking damage, 
you imbue your shield with glintstones. Raising it in 
your defense, you gain resistance to force damage until 
the start of your next turn. 


DARK MOON GREATSWORD 


Weapon (greatsword), legendary. Affinity (Intelligence) 

A Moon Greatsword, bestowed by a Carian queen 
upon her spouse to honor long-standing tradition. One 
of the legendary armaments. Ranni’s sigil is a full moon, 
cold and leaden, and this sword is but a beam of its 
light. 

When you attack with this magic weapon, you can use 
your Intelligence modifier, instead of Strength or 
Dexterity modifier, for the attack and damage rolls. If 
you are Ranni’s consort, you are proficient with this 
weapon. 

While wielding this sword, you have advantage on 
saving throws against spells and other magical effects. 

Moonlight Greatsword (3 SP): When you make an 
attack with this weapon, you can raise it to the sky and 
invoke the dark moon as a free action. Instead of 
making a melee attack, you may instead create an arc of 
frozen moonlight that shoots out towards a creature you 
can see within 60 feet of you. Make a ranged spell 
attack at the target. On a hit, the target takes 4d10 cold 
damage and must succeed on a Constitution saving 
throw or become frostbitten until the end of their next 
turn. 


DEATH RITUAL SPEAR 


Weapon (spear), very rare. Affinity (Intelligence) 

Ritual spear used by priests of old who were 
permitted to come among the Deathbirds. The priests 
became guardians of the birds through the rite of Death, 
which also serves as an oath sworn to their distant 
resurrection. 

This spear deals an additional 1d4 force damage ona 
hit. 

Spearcall Ritual (5 SP): As an action, you conjure 
dozens of spears that descend in 20-foot radius, 60-foot 
high cylinder centered on a point you can see within 
range. Each creature in the area must make a Dexterity 
saving throw. A creature takes 3d12 necrotic damage 
on a failed save, or half as much damage on a successful 
one. 


DEATH’S POKER 


Weapon (greatsword), rare. Affinity (Intelligence) 

Barbed rod carried by Deathbirds. The birds are 
Sraveyard fire keepers; it is said they rake out the ashen 
remains of the dead from their kilns. 

When you hit a creature with this magic weapon, it 
must succeed on a Constitution saving throw or be 
frostbitten for 1 minute. At the end of each of its turns, 
the target repeats the save, ending the spell on itself on 
a success. 

Ghostflame Ignition (6 SP): As an action, you create a 
wall of ghostflame on a solid surface within range. You 
can make the wall up to 60 feet long, 20 feet high, and 1 
foot thick, or a ringed wall up to 20 feet in diameter, 20 
feet high, and 1 foot thick. The wall is opaque and lasts 
for the duration. 

When the wall appears, each creature within its area 
must make a Dexterity saving throw. On a failed save, a 
creature takes 5d8 cold damage, or half as much 
damage on a successful save. 

One side of the wall, selected by you when you use 
this skill, deals 5d8 cold damage to each creature that 
ends its turn within 10 feet of that side or inside the 
wall. A creature takes the same damage when it enters 
the wall for the first time on a turn or ends its turn 
there. The other side of the wall deals no damage. 


DEMI-HUMAN QUEEN’S STAFF 


Weapon (glintstone staff), uncommon. Affinity (None) 

Glintstone staff styled as a scepter. A gift once given 
to the demi-humans to foster peace, it can be wielded 
even by those of low intelligence. Sneered at by fools in 
the academy. 

Spells you cast while wielding this staff have a 
minimum spell attack modifier of +5 and a minimum 
spell save DC of 13. 


DEVOURER’S SCEPTER 


Weapon (maul), legendary. Affinity (Charisma) 

Scepter in the shape of a serpent devouring the 
world. This weapon will one day become the very 
symbol of the Lord of Blasphemy. One of the legendary 
armaments. A vision of the future briefly seen by Rykard 
in his final moments before being devoured by the great 
serpent. 

This weapon has a reach of 10 feet and deals an 
additional 2d6 fire damage on a hit. If your Strength 
score is 20 or higher, you can wield this weapon as with 
one hand. 

Devourer of Worlds ( SP): As an action, you slam the 
hilt of your weapon into the ground, drawing the vitality 
of others into yourself. Each creature within 20 feet of 
you must make a Charisma saving throw. On a failed 
save, the creature takes 5d6 necrotic damage and you 
regain hit points equal to half the total damage dealt. On 
a successful save, the creatures takes half as much 
damage and you don’t regain hit points. 


DIGGER’S STAFF 


Weapon (glintstone staff), uncommon. Affinity (None) 

Staff of a sorcerer-miner who extracts glintstone from 
crystal tunnels. The staff itself is a tool used to mine, 
and the ferrule is also embedded with a glintstone. 
Boosts the power of Stonedigger sorceries 

Spells you cast with wielding this staff deal double 
damage to objects and structures. Creatures made of 
inorganic material such as stone, crystal, or metal have 
disadvantage on saving throws against spells you cast 
with this staff. 


DISMOUNTER 


Weapon (cleaver), uncommon. Affinity (Dexterity) 

This curved greatsword wielded by the brawny 
sellswords of Kaiden combines the blades of a scimitar 
with the heft of a hatchet. A difficult to handle weapon 
that demands much of the wielder’s strength and 
dexterity, but with practice and ability, it can serve as a 
versatile weapon even on horseback. 

While you wield this weapon while mounted, you 
have advantage on attack rolls with this weapon against 
other mounted creatures. 

Spinning Slash (4 SP): You spin your blade in a circle 
around you, attacking a number of separate targets 
equal to at most your proficiency modifier. These 
attacks are made at disadvantage. 


DRAGON COMMUNION SEAL 


Weapon (sacred seal), rare. Affinity (None) 

Formless drakeblood seal with a dragon communion 
crest. Enhances Dragon Communion incantations. The 
sacrificial devouring of the heart gives power. Indeed, 
Dragon Communion is too primal in nature for the term 
“incantation” to be appropriate. 


While holding this seal, Dragon Communion spells you 
cast gain a +2 bonus to spell attack rolls and saving 
throw DC. 


DRAGON GREATCLAW 


Weapon (colossal weapon), uncommon. Affinity 
(Strength) 

Weapon said to have been whittled from the claw of a 
great, ancient dragon, wielded by grotesque Tree 
Sentinels who yet serve the Erdtree. The claw is 
enwreathed with lightning,and tears through the 
dragons’ feeble descendants with ease. 

This weapon deals an additional 1d8 lightning 
damage on a hit. When you hit a dragon with this 
weapon, the dragon takes an extra 2d6 points of 
bludgeoning damage. 

Endure (0 SP): As an action, you steel yourself to 
harm for a brief time. Until the end of your next turn, 
you have resistance against bludgeoning, piercing, and 
slashing damage dealt by weapon attacks. 


DRAGON HALBERD 


Weapon (halberd), uncommon. Affinity (Dexterity) 

Halberd shaped like a dragon, enwreathed with both 
ice and lightning. Alas, the Dragonkin Soldiers never 
attained immortality, and perished as decrepit, pale 
imitations of their skyborn kin. 

When you activate this weapon’s skill, it becomes 
reathed in frost and lightning. Until the beginning of 
your next turn, it deals an additional 1d4 cold and 1d4 
lightning damage on a hit, and the target must succeed 
on a Constitution saving throw or be frostbitten until the 
end of its next turn. 

Spinning Slash (4 SP): You spin your blade in a circle 
around you, attacking a number of separate targets 
equal to at most your proficiency modifier. These 
attacks are made at disadvantage. 


DRAGON KING’S CRAGBLADE 


Weapon (rapier), legendary. Affinity (Strength) 

Piercing Gravel Stone sword containing primeval 
lightning. A portion of the Dragonlord’s power, gained 
from a remembrance. This weapon commands great 
power over the paltry, mortal dragons of today. 

This weapon deals an additional 1d8 lightning 
damage on a hit. When you hit a dragon with this 
weapon, the dragon takes an extra 4d6 points of 
piercing damage. 

Thundercloud Form (10 SP): You transform into a 
thundercloud for the duration, along with everything it’s 
wearing and carrying. You return to your normal form 
after a minute, if you drop to O hit points, or if you use a 
bonus action to untransform. 

While in this form, the you only method of movement 
is a flying speed of 60 feet. You can enter and occupy 
the space of another creature. You has resistance to 
nonmagical damage, and you have advantage on 


Strength, Dexterity, and Constitution saving throws. 
You can pass through small holes, narrow openings, 
and even mere cracks, though you treats liquids as 
though they were solid surfaces. Youcan’t fall and 
remains hovering in the air even when stunned or 
otherwise incapacitated. 

While in the form of a thundercloud, you can’t talk or 
manipulate objects, and any objects you were carrying 
or holding can’t be dropped, used, or otherwise 
interacted with. You can’t attack or cast spells. When 
you move into a creature’s space for the first time each 
turn, the target takes 2d6 lightning damage. 


DRAGONCLAW SHIELD 


Weapon (greatshield), rare. Affinity (Strength) 

Greatshield said to have been whittled from the claw 
of a great, ancient dragon, wielded by grotesque Tree 
Sentinels who yet serve the Edrtree. Imbued with 
lightning. 

Lightning Parry (2 SP): As a reaction to taking 
damage, you imbue your shield with lightning. Raising it 
in your defense, you gain resistance to lightning damage 
until the start of your next turn. 


DRAGONSCALE BLADE 


Weapon (katana), uncommon. Affinity (Wisdom) 

A heretical staff fashioned from a smoldering, 
withered sapling that turns the blood of sacrifices 
pierced by it into glinstone. Similar to hex magic. This 
staff which enhances Thorn sorceries in particular. 

When you activate this weapon’s skill, it becomes 
reathed in frost and lightning. Until the beginning of 
your next turn, it deals an additional 1d4 cold and 1d4 
lightning damage on a hit, and the target must succeed 
on a Constitution saving throw or be frostbitten until the 
end of its next turn. 

Ice Lightning Sword (0 SP): You cast honed bolt. 


ECLIPSE SHOTEL 


Weapon (scimitar), legendary. Affinity (Wisdom) 

Storied sword and treasure of Castle Sol that depicts 
an eclipsed sun drained of color. One of the legendary 
armaments. In Sol, the sight of an eclipse inspires a 
dreadful awe, preventing an onlooker from averting his 
8aze. 

When you attack a creature with this weapon and 
miss, the target still takes 1d8 necrotic damage. 

Death Flare (7 SP): As a bonus action, you coat this 
blade in blackflame, imbued with Godwyn’s death 
blight. For the next minute, when you hit a humanoid 
creature with this weapon for the first time each turn, it 
must succeed on a Constitution saving throw or gain a 
level of exhaustion. 


ELEONORA’S POLEBLADE 


Weapon (twinblade), rare. Affinity (Constitution) 

Twinned naginata forged in the Land of Reeds. 
Chosen weapon of Eleonora, Violet Bloody Finger. Her 
mastery of the sword was such that her onslaught was 
likened to a whirlwind, but now her legacy is stained by 
accursed blood. 

This weapon inflicts Bleed 1 on a hit. 

Bloodblade Dance (2 SP): As a reaction to a creature 
within five feet of you failing a saving throw against 
Bleed, you may make an attack against them. If the 
target is afflicted by Bleed by being hit, it must make the 
Bleed save immediately. 


ENVOY ’S GREATHORN 


Weapon (colossal weapon), rare. Affinity (Intelligence) 

Fanned golden horn of the Oracle Envoys. Profoundly 
weighty, its blows are sure to be felt. Originally an 
instrument, but one that cannot be sounded by a mere 
human. Or perhaps it is too early to sound the call. 

This weapon deals an additional 1d6 radiant damage 
on a hit. 

Great Oracular Bubble (5 SP): You cast great great 
oracular bubble. The spell deals radiant damage instead 
of force. 


ENvoy’s HorN 


Weapon (warhammer), uncommon. Affinity 
(Intelligence) 

Golden horn of the Oracle Envoys. Profoundly 
weighty, its blows are sure to be felt. Originally an 
instrument, but one that cannot be sounded by a mere 
human. Or perhaps it is too early to sound the call. 

This weapon deals an additional 1d4 radiant damage 
on a hit. 

Oracular Bubble (6 SP): You conjure a 5-foot 
diameter bubble of magic. The bubble drifts 15 feet 
towards a point you choose within range. The bubble 
moves an additional 15 feet at the beginning of each of 
your turns. When the spell ends, or when the bubble 


collides with a creature or object, the bubble pops in a 5- 


foot radius burst. Each creature in the area must 
succeed on a Dexterity saving throw or take 4d6 force 
damage. 


ENvoy’s LONG HORN 


Weapon (maul), uncommon. Affinity (Wisdom) 

Long golden horn of the Oracle Envoys. Profoundly 
weighty, its blows are sure to be felt. Originally an 
instrument, but one that cannot be sounded by a mere 
human. Or perhaps it is too early to sound the call. 

This weapon deals an additional 1d6 radiant damage 
on a hit. 

Bubble Shower (2 SP): You cast oracle bubbles. The 
spell does radiant damage instead of force damage 


ERDSTEEL DAGGER 


Weapon (dagger), uncommon. Affinity (Dexterity) 

An erdsteel dagger with a grass crest engraved upon 
its blade. Carried by the Erdtree royalty for self-defense 
in times of peace. 

When you attack with this magic weapon, you can use 
your Wisdom modifier, instead of Strength or Dexterity 
modifier, for the attack and damage rolls. 

Quickstep (1 SP): As a bonus action, you move up to 5 
feet in any direction without provoking attacks of 
opportunity. Your movement speed is reduced to 0 until 
the end of your turn. 


ERDTREE BOW 


Weapon (longbow), rare. Affinity (Dexterity) 

Longbow featuring Erdtree styling. In times of old, 
when faith and battle went hand in hand, this weapon 
was created in tandem with the Golden Arrow. Scales 
all arrow damage with faith, revealing its true worth 
when used with holy-infused arrows. 

When you attack with this magic weapon, you can use 
your Wisdom modifier, instead of Strength or Dexterity 
modifier, for the damage rolls. When you hit a creature 
with an arrow that deals radiant damage fired from this 
weapon, the target takes an additional 1d8 radiant 
damage 

Mighty Shot (1 SP): Until the end of your turn, before 
you make an attack with this weapon, you can choose to 
take a -5 penalty to the attack roll. If that attack hits, you 
add +10 to the attack’s damage. 


ERDTREE GREATBOW 


Weapon (greatbow), very rare. Affinity (Dexterity) 

Greatbow featuring Erdtree styling. In times of old, 
when faith and battle went hand in hand, this weapon 
was created in tandem with the Golden Great Arrow. 
Scales all arrow damage with faith, revealing its true 
worth when used with holy-infused arrows. 

When you attack with this magic weapon, you can use 
your Wisdom modifier, instead of Strength or Dexterity 
modifier, for the damage rolls. When you hit a creature 
with an arrow that deals radiant damage fired from this 
weapon, the target takes an additional 1d10 radiant 
damage 

Through and Through (4 SP): You draw the string of 
this weapon as far as it will go, firing an arrow ina 
straight line of length equal to the bow’s first range 
increment. Make an attack roll against the creature in 
that line nearest to you. On a hit, the target takes 
damage as normal and the arrow punctures through 
them and continues in the line, striking each target in 
the line. Each target hit reduces the attack roll of the 
arrow by 1. 


ERDTREE GREATSHIELD 


Weapon (greatshield), rare. Affinity (Wisdom) 

Weighty greatshield forged of gold carried by the 
order of Tree Sentinels, heavily equipped knights. 
Blessed by an old incantation of protection. The living 
rampart of the Erdtree, the Tree Sentinels are the 
standard to which all defenders of the Erdtree aspire. 

Golden Retaliation (2 SP): As a reaction to being 
targetted by a ranged spell attack, you can raise your 
shield and produce an Erdtree sigil, imposing 
disadvantage on the attack roll. If the attack misses, the 
sigil turns into a golden dart that hits the attacker, 
dealing radiant damage equal to 1d4 + your Affinity 
modifier. 


ERDTREE SEAL 


Weapon (sacred seal), rare. Affinity (None) 

A formless sacred seal decorated with an Erdtree 
crest, once the focus of religion in the Lands Between. 
Even though the Elden Ring is shattered, and the 
Erdtree has dulled from its former radiance, earnest 
faith continues to hold the answers. 

While holding this seal, Erdtree spells that restore hit 
points to a creature restore additional hit points equal to 
your Wisdom modifier. 


EXECUTIONER’S GREATAXE 


Weapon (greataxe), uncommon. Affinity (Strength) 

Bulky cleaver welded to a long haft. Said to have been 
used to dispatch the remnants of defeated armies, 
felling them like timber. Perhaps that is the reason it 
excels at critical hits. 

When you roll a 20 on your attack roll with this magic 
weapon, the target takes an extra 7 slashing damage. 

War Cry (1 SP): As a bonus action, you give a fierce 
battle cry. Until the end of your turn, you have a +1 
bonus to attack and damage rolls with melee weapons. 


FALLINGSTAR BEAST JAW 


Weapon (colossal weapon), very rare. Affinity 
(Intelligence) 

Part of a Falling star Beast’s jaw, hard and shining 
black, fashioned into a weapon. With its sharp point, 
this colossal weapon can skewer foes. 

When you hit an aberration with this weapon, the 
aberration takes an extra 2d6 slashing damage. 

Gravity Bolt (1 SP): As an action, you collect 
gravitational magic around a creature that you can see 
within range. The target must succeed on a Dexterity 
saving throw or take 3d12 bludgeoning damage. The 
target gains no benefit from cover for this saving throw. 


FAMILY HEADS 


Weapon (flail), rare. Affinity (Intelligence) 

Three bludgeoning copper heads attached to a handle 
by chains. Signature weapon of Necromancer Garris, 
the heretical sage. The heads were made to resemble 
those of his wife and two children. 

Familial Rancor (5 SP): You cast rancorcall. 


FINGERPRINT STONE SHIELD 


Weapon (greatshield), uncommon. Affinity (Strength) 

A great stone shield with an intricately carved 
fingerprint design. One of the heaviest of all 
Ssreatshields. Part of the tomb of an ancient god, the 
Readerless Fingers relayed their message through these 
imprints, said to be the very seeds from which frenzy 
first sprouted. 

Fire Parry (2 SP): As a reaction to taking damage, you 
imbue your shield with hardened obsidian. Raising it in 
your defense, you gain resistance to fire damage until 
the start of your next turn. 


FLOWING CURVED SWORD 


Weapon (scimitar), rare. Affinity (Dexterity) 

Legends speak of a master of the sword garbed in 
blue, and his curved blade that was patterned after 
flowing water. Strong attack unleashes a series of 
strikes akin to a dance, offering a glimpse into the 
legend. 

You can make one attack with this magic weapon as a 
bonus action on each of your turns. 

Spinning Slash (4 SP): You spin your blade in a circle 
around you, attacking a number of separate targets 
equal to at most your proficiency modifier. These 
attacks are made at disadvantage. 


FORKED HATCHET 


Weapon (handaxe), uncommon. Affinity (Dexterity) 

Peculiar hatchet wielded by imps. The gently 
undulating forked blade is known as an “imp’s tongue” 
and causes blood loss. 

This weapon inflicts Bleed 1 on a hit. 

Quickstep (1 SP): As a bonus action, you move up to 5 
feet in any direction without provoking attacks of 
opportunity. Your movement speed is reduced to O until 
the end of your turn. 


FRENZIED FLAME SEAL 


Weapon (sacred seal), rare. Affinity (None) 

Formless sacred seal bestowed by the maiden of the 
Three Fingers. Enhances incantations of the frenzied 
flame. This seal is the mark of the Lord of Frenzied 
Flame. 

While holding this seal, Frenzied Flame spells you 
cast gain a +2 bonus to spell attack rolls and saving 
throw DC. 


FROZEN NEEDLE 


Weapon (rapier), uncommon. Affinity (Dexterity) 

A razor-thin piercing blade of ice. Forged by Ijii, the 
carian Royal Blackmith. Can inflict frost upon enemies, 
and launch its blade with a strong attack. The blade 
immediately regenerates. 

When you hit a creature with this magic weapon, it 
must succeed on a Constitution saving throw or be 
frostbitten for 1 minute. The target can make another 
Constituion saving throw, ending the condition on a 
success. 

When you make an attack with this weapon, you can 
instead make a ranged spell attack (range 60 feet). On a 
hit, the target is affected as if it were hit with the blade, 
except that the damage is cold instead of piercing. 

Impaling Thrust (1 SP): When you attack with this 
weapon, you may activate this skill as a free action to 
increase the reach of the attack by 5 feet. 


FULL MOON CROSSBOW 


Weapon (light crossbow), rare. Affinity (Strength) 

One-of-a-kind enchanted crossbow of exquisitely 
detailed craftsmanship. Made to celebrate the 
matrimonial union, and reconciliation, between the 
houses of the Erdtree and the Full Moon, Leyndell and 
Raya Lucaria. The two rings dance when reloading the 
weapon. Reveals true worth when used with holy- 
infused bolts. 

When you attack with this magic weapon, you can use 
your Intelligence modifier, instead of Strength or 
Dexterity modifier, for damage rolls. When you fire a 
bolt that deals radiant damage that hits a creature, the 
target takes an additional 1d8 radiant damage. 

Kick (1 SP): As a bonus action, you may shove a 
creature within five feet of you. You may use your 
Affinity modifer in place of strength for the shove. 


GARGOYLE’S BLACK AXE 


Weapon (greataxe), uncommon. Affinity (Strength) 

Bronze greataxe wielded by Valiant Gargoyle, 
mended with blackened corpse wax. Deals holy 
damage. Such is the mark of those who serve Maliketh, 
the Black Blade. 

This weapon deals an additional 1d8 radiant damage 
on a hit. 

War Cry (1 SP): As a bonus action, you give a fierce 
battle cry. Until the end of your turn, you have a +1 
bonus to attack and damage rolls with melee weapons. 


GARGOYLE’S BLACK BLADES 


Weapon (twinblade), uncommon. Affinity (Dexterity) 
Bronze twinblade wielded by Valiant Gargoyle, 
mended with blackened corpse wax. Deals holy 


damage. Such is the mark of those who serve Maliketh, 
the Black Blade. 


This weapon deals an additional 1d8 radiant damage 
on a hit. 

Spinning Slash (4 SP): You spin your blade in a circle 
around you, attacking a number of separate targets 
equal to at most your proficiency modifier. These 
attacks are made at disadvantage. 


GARGOYLE’S BLACKBLADE 


Weapon (greatsword), uncommon. Affinity (Wisdom) 

Broze greatsword wielded by Valiant Gargoyle 
mended with blackened corpse wax. Deals holy 
damage. Such is the mark of those who serve Maliketh, 
the Black Blade. 

This weapon deals an additional 1d8 radiant damage 
on a hit. 

Corpse Wax Cutter (6 SP): As an action, you draw the 
power of corpse wax out of this blade, unleashing a pale 
imitaton of Destined Death in a 60-foot long, 5-foot wide 
line out from you in a direction you choose. Each 
creature in the line must make a Dexterity saving throw. 
A creature takes 8d6 radiant damage on a failed save, or 
half as much damage on a successful one. 


GARGOYLE’S GREAT AXE 


Weapon (greataxe), uncommon. Affinity (Strength) 

Description “Bronze greataxe wielded by Valiant 
Gargoyle. Just like the wielder, the missing part have 
been mended with corpse wax; a patchwork of 
champions.” 

This weapon deals an additional 1d8 radiant damage 
on a hit. 

War Cry (1 SP): As a bonus action, you give a fierce 
battle cry. Until the end of your turn, you have a +1 
bonus to attack and damage rolls with melee weapons. 


GARGOYLE’S GREATSWORD 


Weapon (greatsword), uncommon. Affinity 
(Constitution) 

Bronze greatsword wielded by Valiant Gargoyle. Just 
like the wielder, the missing parts have been mended 
with corpse wax; a patchwork of champions. 

This weapon deals an additional 1d8 radiant damage 
on a hit. 

Vacuum Slice (4 SP): You collect wind with your 
blade and unleash it in a 30-foot line from yourself. 
Each creature caught in the line must make a Dexterity 
saving throw. A target takes 4d6 slashing damage ona 
failed save, or half as much damage on a successful one. 


GARGOYLE’S HALBERD 


Weapon (halberd), uncommon. Affinity (Dexterity) 
Bronze halberd wielded by Valiant Gargoyle Just like 
the wielder, the missing parts have been mended with 
corpse wax; a patchwork of champions. 
This weapon deals an additional 1d8 radiant damage 
on a hit. 


Spinning Slash (4 SP): You spin your blade in a circle 
around you, attacking a number of separate targets 
equal to at most your proficiency modifier. These 
attacks are made at disadvantage. 


GARGOYLE’S TWINBLADE 


Weapon (twinblade), uncommon. Affinity (Dexterity) 

Bronze twinblade wielded by Valiant Gargoyle. just 
like the wielder, the missing parts have been mended 
with corpse wax; a patchwork of champions. 

This weapon deals an additional 1d8 radiant damage 
on a hit. 

Spinning Slash (4 SP): You spin your blade in a circle 
around you, attacking a number of separate targets 
equal to at most your proficiency modifier. These 
attacks are made at disadvantage. 


GELMIR GLINTSTONE STAFF 


Weapon (glintstone staff), rare. Affinity (None) 

Staff with a forked tip, embedded with red 
glintstones. Enhances lava sorceries. The Man-Serpents 
of Mt. Gelmir draw from faith in addition to intelligence 
to enhance the potency of their sorcery. 

While holding this seal, Magma spells you cast gain a 
+2 bonus to spell attack rolls and saving throw DC. 

Spells you cast while wielding this staff may use your 
Wisdom modifier in place of Intelligence when 
determining your spell attack modifier and spell save 
DC. 


GHIZA’S WHEEL 


Weapon (colossal weapon), rare. Affinity (Strength) 

Great iron wheel lined with flesh-flaying blades. 
Device of torture used by Inquisitor Ghiza. As the wheel 
spins it causes severe pain and blood loss. The design 
was adopted for use as the iconic weapon wielded by 
Iron Virgins. 

This weapon inflicts Bleed 1 on a hit. 

Spinning Wheel (3 SP): As a reaction to a creature 
making a saving throw against Bleed, you can spin the 
jagged teeth of this weapon into their flesh, imposing 
disadvantage on the save. 


GHOSTFLAME TORCH 


Weapon (torch), uncommon. Affinity (None) 

Metal torch that burns with cold ghostflame. Tool of 
the Fallen Hawks who prowl the underground rivers. 
When the band’s last embers were used up in their long 
search, they began to burn the bones of their fellows, 
acquiring the cold ghostflame, but sealing their fate as 
dwellers of the underground for all eternity. 

This torch inflicts cold damage on a hit instead of fire. 

When you hit a creature with this torch, it must 
succeed on a Constitution saving throw or be frostbitten 
for 1 minute. The target can make another Constituion 
saving throw, ending the condition on a success. 


GIANT-CRUSHER 


Weapon (colossal weapon), rare. Affinity (Strength) 

A hammer made from a boulder, used in the War 
against the Giants. One of the heftiest weapons in the 
entire Lands Between. After the giants were quelled, 
and man turned against man in violence, this weapon 
was all but forgotten. Man has grown feeble in 
comparison to his forebears. 

If your Strength score is less than 20, attacks you 
make with this weapon are made at disadvantage. 
When you hit a creature with an attack with this 
weapon, it must succeed on a Strength saving throw or 
be knocked prone. When you hit a prone creature with 
an attack with this weapon, it is automatically a critical 
hit. 

Endure (0 SP): As an action, you steel yourself to 
harm for a brief time. Until the end of your next turn, 
you have resistance against bludgeoning, piercing, and 
slashing damage dealt by weapon attacks. 


GIANT’S RED BRAID 


Weapon (whip), very rare. Affinity (Charisma) 

Hefty whip woven from the flame-red hair of a Fire 
Giant. Every giant is red of hair, and Radagon was said 
to have despised his own red locks. Perhaps that was a 
curse of their kind. 

This weapon deals an additional 1d8 fire damage on 
a hit. 

Flame Dance (5 SP): As an, you imbue your weapon 
with giants flame as it extends to add an additional 5 
feet to your reach. You may make an attack at any 
number of creatures that are in separate range 
increments from you. For instance, if your reach is 15 
feet, you can make an attack against three targets: one 5 
feet away, one 10 feet away, and one 15 feet away. Ifa 
creature is Large or larger, and thus can span multiple 
range increments, they may be attacked more than once 
as long as they are within available range increments. 


GIANT’S SEAL 


Weapon (sacred seal), rare. Affinity (None) 

Sacred seal depicting the one eyed god of the Fire 
Giants, adorned with braids of red hair. Sacred seal 
wielded by Fire Monks and Prelates, this catalyst 
enhances Giants’ Flame incantations. 

While holding this seal, Ruinous Flame spells you 
cast gain a +2 bonus to spell attack rolls and saving 
throw DC. 


GILDED IRON SHIELD 


Weapon (shield), uncommon. Affinity (Wisdom) 

Small metal roundshield. Heavier than a wooden 
shield, but boasts higher damage negation. Though the 
Sold leaf is peeling and the effect is slight, it still boosts 
holy damage negation. 


Golden Parry (2 SP): As a reaction to taking damage, 
you imbue your shield with brilliant gold. Raising it in 
your defense, you gain resistance to radiant damage 
until the start of your next turn. 


GLINTSTONE Kris 


Weapon (dagger), rare. Affinity (Intelligence) 

Ritual blade once presented to Leyndell by the 
Academy of Raya Lucaria to celebrate their newfound 
peace. Though the weapon is embedded with precious 
glintstones and features Erdtree ornamentation, the 
undulating blade is symbolic of an ancient ritual. 

This weapon deals an additional 1d4 force damage on 
a hit. When you attack with this magic weapon, you can 
use your Intelligence modifier, instead of Strength or 
Dexterity modifier, for the attack and damage rolls. 

Glintstone Dart (3 SP): You cast glintstone pebble, 
followed by a melee attack with this weapon at a 
creature within your reach. 


GODSKIN PEELER 


Weapon (twinblade), very rare. Affinity (Charisma) 

Unique twinblade wielded by Godskin Apostles 
characterized by its disturbing design. One end features 
a sickle for slicing attacks while the other boasts a 
winding spike for boring into flesh. Much skill is 
required to wield this weapon due to its asymmetric 
nature. 

Damage inflicted by this weapon ignores damage 
resistances and immunities of celestials. 

Black Flame Tornado (10 SP): As an action, you whip 
up a whirlwind of black flame in a 10-foot radius 50-foot 
high cylinder around you. The area of the whirlwind is 
difficult terrain. A creature must make a Dexterity 
saving throw the first time on a turn that it enters the 
whirlwind or ends their turn in the area, including when 
the whirlwind first appears. On a failed save, a creature 
takes 14d6 fire damage on a failed save, or half as much 
damage on a successful one. Damage from this skill 
ignores damage resistances and damage immunities of 
celestial creatures. 


GODSKIN STITCHER 


Weapon (rapier), rare. Affinity (Dexterity) 

Elegant piercing sword with a celadon colored blade 
wielded by Godskin Nobles. The nobles possess skill 
with the sword unmatched by any lowborn. Despite its 
size, successive attacks from this weapon are swifter 
than the eye can follow. 

Damage inflicted by this weapon ignores damage 
resistances and immunities of celestials. 

Impaling Thrust (1 SP): When you attack with this 
weapon, you may activate this skill as a free action to 
increase the reach of the attack by 5 feet. 


GODSLAYER’S GREATSWORD 


Weapon (ultra greatsword), very rare. Affinity 
(Charisma) 

Sacred sword of the Dusk-Eyed Queen who 
controlled the Godskin Apostles before her defeat at the 
hands of Maliketh. The black flames wielded by the 
apostles are channeled from this sword. 

This weapon inflicts an additional 1d10 fire damage 
on a hit. Damage inflicted by this weapon ignores 
damage resistances and immunities of celestials. 

The Queen’s Black Flame ( SP): As a bonus action, 
you set this weapon ablaze with god-slaying black flame. 
Until the end of your turn, this weapon inflicts an 
additional 1d8 fire damage. if the target is a celestial, 
the weapon inflicts an additional 3d8 fire damage 
instead. 


GODSLAYER’S SEAL 


Weapon (sacred seal), rare. Affinity (None) 

Sacred seal of the Godskin Apostles, inlaid with 
obsidian. Said to represent the manipulation of black 
flame, this catalyst enhances godslayer incantations. 

While holding this seal, Godskin Apostle spells you 
cast gain a +2 bonus to spell attack rolls and saving 
throw DC. Damage inflicted by spells you cast with this 
seal ignores damage resistances and immunities of 
celestials. 


GOLDEN EPITAPH 


Weapon (longsword), very rare. Affinity (Wisdom) 

A sword made to commemorate the death of Godwyn 
the Golden, first of the demigods to die. Infused with the 
humble prayer of a young boy; “O brother, lord brother, 
please die a true death.” 

When you attack with this magic weapon, you can use 
your Wisdom modifier, instead of Strength or Dexterity 
modifier, for the attack and damage rolls. 

When you hit an undead with this weapon, the 
undead takes an extra 2d6 radiant damage. 

Last Rites (SP): As a bonus action, you raise your 
blade aloft, invoking the Golden Order and blessing up 
to 6 creatures within 30 feet of you. Blessed creatures 
weapon attacks deal an extra 1d4 radiant damage ona 
hit. The effect persists for 1 minute or until you lose 
your concentration (as if you were concentrating on a 
spell). 


GOLDEN HALBERD 


Weapon (halberd), rare. Affinity (Wisdom) 

Weighty halberd forged of gold. Wielded by the Order 
of Tree Sentinels, heavily equipped knights. A 
masterfully crafted weapon that lives up to its heft, but 
is difficult for one mere human strength to wield. 

When you attack with this magic weapon, you can use 
your Wisdom modifier, instead of Strength or Dexterity 
modifier, for the attack and damage rolls. 


When you hit an undead with this weapon, the undead 
takes an extra 1d6 radiant damage. 
Golden Vow (6 SP): You cast go/den vow. 


GOLDEN ORDER GREATSWORD 


Weapon (greatsword), legendary. Affinity (Wisdom) 
Greatsword made of light, modeled after the Elden 
Ring itself. Forged by King Consort Radagon to proudly 

symbolize the tenets of the Golden Order. One of the 
legendary armaments. Telltale signs betray that this 
was once the greatsword bequeathed to him by his first 
wife, Rennala. 

When you attack with this magic weapon, you can use 
your Wisdom modifier, instead of Strength or Dexterity 
modifier, for the attack and damage rolls. 

When you hit an undead with this weapon, the 
undead takes an extra 3d6 radiant damage. 

Establishing Order (10 SP): As an action, you may 
hold this blade out to your side, invoking the golden 
order as a golden wave explodes out from you in a 10- 
foot radius. Each creature in the area must make a 
Charisma saving throw. On a failed save, a creature 
suffers an effect based on its current hit points. 

- 50 hit points or fewer - deafened for 1 minute 

- 40 hit points or fewer - deafened and blinded for 10 
minutes 

- 30 hit points or fewer - blinded, deafened, and 
stunned for 1 hour 

- 20 hit points or fewer - killed instantly 

For the next minute, as an action you can produce a 
wide arc of divine energy in a 15-foot wide, 30-foot long 
line from you in a direction of your choice. Each 
creature in the line must make a Dexterity saving throw. 
A creature takes 5d8 radiant damage on a failed save, or 
half as much damage on a successful one. 


GOLDEN ORDER SEAL 


Weapon (sacred seal), rare. Affinity (None) 

Formless sacred seal bestowed by the maiden of the 
Three Fingers. Enhances incantations of the frenzied 
flame. This seal is the mark of the Lord of Frenzied 
Flame. 

While holding this seal, Golden Order spells you cast 
gain a +2 bonus to spell attack rolls and saving throw 
DC. 


GRAFTED BLADE GREATSWORD 


Weapon (ultra greatsword), legendary. Affinity 
(Strength) 

The storied sword of Castle Morne. A revenger’s 
weapon, it is burdened with oceans of anger and regret. 
One of the legendary armaments. A lone surviving 
champion from a country now vanished was so 
determined to continue fighting that he claimed the 
swords of an entire clan of warriors. 

This magic weapon deals an additional 2d6 slashing 
damage on a hit. 


Oath of Vengeance (5 SP): As an action, you may renew 
the oath of vengeance that was made during the 
weapon’s creation. For the next minute, all of your 
Ability Scores increase by 1, up to a maximum of 22. 


GRAFTED DRAGON 


Weapon (caestus), very rare. Affinity (Charisma) 

The embodiment of the power that still remained in 
the dragon’s head that was granted to Godrick’s left 
arm. The wielder’s arm will take the form of a small 
dragon, sprouting sharp dragon fangs at the fist. This 
weapon cannot be two-handed. 

This magic weapon deals an additional 1d4 fire 
damage on a hit. Your reach is increased by ten feet 
while you wield it. 

Bear Witness! (7 SP): As an action, you grant life to 
the grafted dragon for just a moment. As it opens it’s 
mouth, it exhales fire in your choice of a 30-foot line out 
from you, a 20-foot cone out from you, or a 10-foot 
radius, 30-foot high cyclinder within 30 feet of you. Each 
creature in the area must make a Dexterity saving 
throw. A target takes 8d6 fire damage on a failed save, 
or half as much damage on a successful one. 


GRAVE SCYTHE 


Weapon (reaper), uncommon. Affinity (Dexterity) 

Greatscythe comprised of a large blade affixed to a 
crooked stick. Weapon wielded by the aged grave 
keepers who tend the forgotten graveyards throughout 
the Lands Between. This weapon is said to have served 
as a charm against evil spirits in times of old. 

While wielding this weapon, you have advantage on 
saving throws against the Exhausted condition. It also 
inflicted Bleed 1 on a hit. 

Spinning Slash (4 SP): You spin your blade in a circle 
around you, attacking a number of separate targets 
equal to at most your proficiency modifier. These 
attacks are made at disadvantage. 


GREAT EPEE 


Weapon (rapier), uncommon. Affinity (Dexterity) 

Large rapier featuring a thin, sharp blade. Commonly 
used in life or death duels. Like its smaller counterparts, 
its made for thrusting attacks, and can be used while 
guarding with a shield. 

This weapon has the two-handed property and deals 
1d10 piercing damage on instead of its normal weapon 
damage. 

Impaling Thrust (1 SP): When you attack with this 
weapon, you may activate this skill as a free action to 
increase the reach of the attack by 5 feet. 


GREAT OMENKILLER CLEAVER 


Weapon (greataxe), uncommon. Affinity (Strength) 

The blade of this huge, loathsome cleaver comprises 
a row of amputated Omen horns. Weapon of slaughter 
wielded by Omen ktillers. The hideous horns cause 
blood loss, adding vibrant colors to the ongoing 
mayhem. 

This weapon inflicts Bleed 1 on a hit. When you hit a 
fiend with this weapon, the fiend takes an extra 2d6 
slashing damage. 

Wild Strikes (1 SP): When you make your first attack 
on your turn, you can decide to attack recklessly. Doing 
so gives you advantage on melee weapon attack rolls 
during this turn, but attack rolls against you have 
advantage until your next turn. 


GREAT STARS 


Weapon (maul), rare. Affinity (Strength) 

Huge bludgeon with three stars at the striking end. 
Though primarily a striking weapon, the stars’ spikes 
cause blood loss. A blood-stained star is an ill omen, a 
fact not lost upon those against whom this weapon is 
brought to bear. Landing attacks slightly restores HP. 

On a hit, this weapon inflicts Bleed 1 and you regain 1 
hit point. 

Endure (0 SP): As an action, you steel yourself to 
harm for a brief time. Until the end of your next turn, 
you have resistance against bludgeoning, piercing, and 
slashing damage dealt by weapon attacks. 


GREAT TURTLE SHELL 


Weapon (shield), rare. Affinity (Strength) 

Shield fashioned from a great turtle shell. The natural 
curve helps it contend with foes’ attacks. The turtle is a 
symbol of tirelessness, and this shield boosts stamina 
recovery speed. 

Barricade Shield (2 SP): As a bonus action, you 
reinforce this shield, increasing your AC by 1 until the 
beginning of your next turn. 


GREATHORN HAMMER 


Weapon (maul), uncommon. Affinity (Strength) 

Huge thick horn carved with tree ring-like markings 
adapted into a bludgeoning weapon. Wielded by 
ancestral follower warriors. The ancient horn is imbued 
with the power of ancestral spirits. A small amount of 
HP is restored upon defeating an enemy. 

When you reduce a creature to 0 hit points with this 
weapon, you regain hit points equal to your proficiency 
bonus. 

Barbaric Roar (2 SP): When you make your first 
attack on your turn, you can activate this ability, uttering 
a gutteral roar. Doing so gives you advantage on melee 
weapon attack rolls using Strength during this turn, but 
attack rolls against you have advantage until your next 
turn. 


HALIGTREE CREST GREATSHIELD 


Weapon (greatshield), rare. Affinity (Wisdom) 

Metal greatshield depicting the Haligtree with 
unalloyed gold. Carried by knights who have vowed to 
serve Miquella’s Haligtree. Possesses high holy damage 
negation. Yet now, with the Haligtree misshapen, this 
wondrous rendition is a fleeting fantasy. 

Golden Parry (2 SP): As a reaction to taking damage, 
you imbue your shield with brilliant gold. Raising it in 
your defense, you gain resistance to radiant damage 
until the start of your next turn. 


HALO SCYTHE 


Weapon (reaper), rare. Affinity (Wisdom) 

War scythe of the Cleanrot Knights who fought 
alongside Malenia, Blade of Miquella. This was the 
weapon of commanders in Malenia’s army, and the half- 
halo blade deals holy damage. 

On a hit, this weapon deals an additional 1d4 radiant 
damage and inflicts Bleed 1. 

Miquella’s Ring of Light (2 SP): When you make an 
attack with this wepaon, you may instead swing this 
weapon into the air, conjuring a ring of light that hovers 
for a moment before shooting forward. Make a ranged 
spell attack at a creature within 30 feet of you. On a hit, 
the target takes 2d10 radiant damage. 


HAND BALLISTA 


Weapon (heavy crossbow), uncommon. Affinity 
(Strength) 

An unconventional ballistic device modeled on a 
weapon used to besiege castles. Only capable of firing 
sgreatbolts. Perfect for reckless acts such as storming a 
castle on facing an entire army alone. 

This weapon deals 1d12 piercing damage on a hit 
instead of its normal damage. 

Kick (1 SP): As a bonus action, you may shove a 
creature within five feet of you. You may use your 
Affinity modifer in place of strength for the shove. 


HAND OF MALENIA 


Weapon (katana), legendary. Affinity (Dexterity) 

Blade built into Malenia’s prosthetic arm. Through 
consecration it is resistant to rot. Malenia’s war 
prosthesis symbolized her victories. Some claim to have 
seen wings when the weapon was raised aloft; wings of 
fierce determination that have never known defeat. 

This weapon inflicts Bleed 2 on a hit. While wiedling 
this weapon, you have advantage against the Rotting 
condition. 

Waterfowl Dance (9 SP): You leap into the air, 
hovering for moment and then launching yourself in a 
flurry of strikes. Choose up to five creatures you can see 
within 20 feet of you. Make a melee weapon attack 
against each target. On a hit, a target takes 6d10 
slashing damage. 


You can then move to an unoccupied space you can see 
within 5 feet of one of the targets you hit or missed 
without provoking attacks of opportunity. 


HARDWOOD CLUB 


Weapon (colossal weapon), rare. Affinity (Wisdom) 

An enormous club of hardwood. Wildly hammering 
foes with this striking weapon requires no dexterity; 
only brute force. While it may seem sacrilegious, this 
weapon is said to be a withered branch of the Erdtree. 
Imbued with holy power, this weapon will never snap. 

Golden Land (5 SP): You create a number of golden 
darts equal to your Affinity modifier and hurl them at 
targets within range. You can hurl them at one target or 
several. 

Make a ranged spell attack with your Affinity modifier 
for each dart. On a hit, the target takes 2d6 radiant 
damage. 


Harp Bow 


Weapon (shortbow), uncommon. Affinity (Dexterity) 

Bow fashioned from a minstrel’s harp. Sonorous 
tones still resound when firing arrows. Troubadours 
sing tales of champions, both in the honorable service of 
the Erdtree, and the one who spurns honor for 
blasphemy. 

When you attack with this weapon, you may expend a 
use of bardic inspiration to gain a bonus on the attack 
and damage roll. The bonus equals the number you roll 
on the Bardic Inspiration die. You may use this ability 
after you make the attack roll, but before the outcome is 
determined. 

Barrage (3 SP): When you make a ranged weapon 
attack on your turn, you can use your bonus action to 
make an additional attack with this weapon. 


HELPHEN’S STEEPLE 


Weapon (greatsword), very rare. Affinity (Intelligence) 

Greatsword patterned after the black steeple of the 
Helphen, the lampwood which guides the dead of the 
spirit world. The lamplight is similar to grace in 
appearance, only it is said that it can only be seen by 
those who met their death in battle. 

This weapon deals 1d6 additional force damage ona 
hit. 

Ruinous Ghostflame ( SP): As a bonus action, you 
invoke the Helphen, coating this blade in ghostflame for 
a number of rounds equal to your Affinity modifier 
(minimum 1 round). For the duration, attacks with this 
weapon deal an additional 2d6 cold damage on a hit. 
Also, a creature damaged by this weapon must succeed 
on a Constitution saving throw or become frostbitten 
until the beginning of your next turn. 


HIGHLAND AXE 


Weapon (handaxe), uncommon. Affinity (Strength) 
Single-sided axe used by the warriors of the 
highlands. Brave combatants begin battle by crying out 
their names. 
War Cry (1 SP): As a bonus action, you give a fierce 
battle cry. Until the end of your turn, you have a +1 
bonus to attack and damage rolls with melee weapons. 


HOOKCLAWS 


Weapon (claws), uncommon. Affinity (Dexterity) 

Weapon worn on the fist comprised of sharp parallel 
blades favored by those who Iurk in the dark. 
Lacerations cause blood loss with great effect. 

This weapon deals slashing damage on a hit instead 
of bludgeoning damage. 

Quickstep (1 SP): As a bonus action, you move up to 5 
feet in any direction without provoking attacks of 
opportunity. Your movement speed is reduced to O until 
the end of your turn. 


HorRN Bow 


Weapon (longbow), uncommon. Affinity (Dexterity) 

Longbow made from animal horn. Wielded by the 
master hunters of the ancestral followers. Imbues 
arrows fired with magic damage. Reveals its true worth 
when used magic-infused arrows. 

Arrows fired with this bow deal an additional 1d4 
force damage on a hit. 

Mighty Shot (1 SP): Until the end of your turn, before 
you make an attack with this weapon, you can choose to 
take a -5 penalty to the attack roll. If that attack hits, you 
add +10 to the attack’s damage. 


HoOSsLow’s PETAL WHIP 


Weapon (whip), rare. Affinity (Strength) 

Metal whip formed of razor-sharp chain-link blades 
that have the appearance of flower petals. This work of 
art is handed down though the generations of the 
illustrious House Hoslow. 

This weapon inflicts Bleed 2 on a hit. 

Kick (1 SP): As a bonus action, you may shove a 
creature within five feet of you. You may use your 
Affinity modifer in place of strength for the shove. 


IcE CREST SHIELD 


Weapon (shield), uncommon. Affinity (Strength) 

Small metal roundshield. Heavier than a wooden 
shield, but boasts higher damage negation. The ice crest 
originates from a Carian princess. 

Frost Parry (2 SP): As a reaction to taking damage, 
you imbue your shield with chilling frost. Raising it in 
your defense, you gain resistance to cold damage until 
the start of your next turn. 


ICERIND HATCHET 


Weapon (handaxe), rare. Affinity (Intelligence) 

A hatchet with a frost-coated blade. One of several 
gifts given by Castle Sol in the distant north. Known as 
“freezing fog,” the blade is thought to be a dragon’s 
scale. 

When you hit a creature with this weapon, it must 
succeed on a Constitution saving throw or be frostbitten 
until the end of their next turn. If the target is a dragon, 
it has disadvantage on the saving throw. 

Hoarfrost Stomp (4 SP): As an action, you stomp on 
the ground, sending a chilling frost out from you in a 20- 
foot cone along the ground. Each creature in the area 
must make a Constitution saving throw. On a failed 
save, the target takes 3d4 cold damage and becomes 
frostbitten for 1 minute. At the end of each of its turns, 
the target can make another Constitution saving throw, 
ending the frostbite on a success. On a successful save, 
the target takes half as much cold damage and is not 
frostbitten. 


ICON SHIELD 


Weapon (greatshield), uncommon. Affinity (Dexterity) 


Greatshield painted with a divine scene; the 
recipients of a blessed tear from the Erdtree. An item 
that looks back fondly on the age of plenty. The divine 
scene acts in and of itself as a sacred invocation; 
gradually restoring the carrier’s HP. 

Parry (1 SP): As a reaction to another creature hitting 
you with a melee attack, you can add +1 to your AC, 
potentially causing the attack to miss you. 


INQUISITOR’S GIRANDOLE 


Weapon (pike), uncommon. Affinity (Constitution) 

Instrument of torture used on nobles behind the 
curtain at the Volcano Manor of Mt. Gelmir. Its 
numerous spikes pierce the flesh, then singe the 
wounds with flame. The smell of burnt blood induces 
despair in the victim. A candlestick conveived by a 
thorough mind. 

On a hit, this weapon deals an additional 1d4 fire 
damage and inflicts Bleed 1 on the target. 

Charge Forth (2 SP): If you move at least 20 feet 
towards a target hits it with a weapon attack on the 
same turn, you may activate this skill as a free action. If 
you do, the target takes an extra 5 (2d4) bludgeoning 
damage. If the target is a creature, it must succeed ona 
Strength saving throw or be knocked prone. 


INSEPARABLE SWORD 


Weapon (greatsword), rare. Affinity (Wisdom) 

Sword forged by compounding silver and gold. A 
sacred weapon to hunt Those Who Live in Death. The 
inseparable twins found solace in the Golden Order, the 
only institution not to revile them as accursed beings. 


When you hit an undead creature with this weapon, 
the target takes an extra 1d8 radiant damage. 

Sacred Blade (2 SP): As an action, you charge this 
blade with golden light that shoots out as a ranged spell 
attack at a creature within 30 feet of you. Make a ranged 
spell attack against the target. On a hit, the target takes 
4d6 radiant damage, and the next attack roll made 
against this target before the end of your next turn has 
advantage, thanks to the mystical dim light glittering on 
the target until then. 


IRON BALL 


Weapon (caestus), uncommon. Affinity (Strength) 

Iron manifer of spherical shape. Big Boggart the 
blackguard’s weapon of choice. Not a weapon to be 
taken lightly, as its weighty blows shatter bones with 
ease. 

Braggart’s Roar (3 SP): As a bonus action, you bellow 
a boastful roar, declaring your dominance to the world. 
Until the beginning of your next turn, attack rolls 
against you have advantage, and you have resistance 
against bludgeoning, piercing, and slashing damage 
dealt by weapon attacks. 


Ivory SICKLE 


Weapon (dagger), uncommon. Affinity (Dexterity) 

Sickle fashioned form ivory. Weapon carried by aged 
Albunaurics. These weapons re evidence of their 
dedication to the Haligtree, despite never having 
entered its presence. 

You do not have disadvantage on attack rolls with this 
weapon while prone. 

Quickstep (1 SP): As a bonus action, you move up to 5 
feet in any direction without provoking attacks of 
opportunity. Your movement speed is reduced to O until 
the end of your turn. 


JAR CANNON 


Weapon (heavy crossbow), uncommon. Affinity 
(Strength) 

Jar cannon which uses explosives to fire greatbolts. 
Experimental firearm brought to the assault on Volcano 
Manor, where it was discovered that no one knew how 
to use it. 

Kick (1 SP): As a bonus action, you may shove a 
creature within five feet of you. You may use your 
Affinity modifer in place of strength for the shove. 


JAWBONE AXE 


Weapon (battleaxe), uncommon. Affinity (Strength) 
Axe made from a herbivore’s skull. Weapon of the 
ancestral followers who disdain metal. This axe is more 
of a bludgeon; it forgoes a bladed edge, instead using 
the beast’s molar teeth to buffet foes. 
This weapon deals bludgeoning damage instead of 
slashing. 


Wild Strikes (1 SP): When you make your first attack on 
your turn, you can decide to attack recklessly. Doing so 
gives you advantage on melee weapon attack rolls 
during this turn, but attack rolls against you have 
advantage until your next turn. 


JELLYFISH SHIELD 


Weapon (greatshield), rare. Affinity (Constitution) 

The head of a spirit jellyfish, commonly found floating 
above sacred ground throughout the Lands Between, 
wielded without modification as a shield. The see- 
through head is extremely light, but its flesh is supple, 
providing absolutely no protection from piercing attacks 

Contagious Furry (3 SP): As a bonus action, you can 
invoke the latent anger of your gelatinous shield. It 
glows bright red until the end of your next turn. For the 
duration, the first time a creature makes an attack 
against you, you gain a bonus to damage rolls against it 
for the duration. The damage bonus equal to your 
Affinity modifier. 


KATAR 


Weapon (caestus), uncommon. Affinity (Dexterity) 

Imported dagger design with a rather unique handle. 
The blade can be swung about as the extension of one’s 
fist. 

This weapon deals piercing damage instead of 
bludgeoning. 

Impaling Thrust (1 SP): When you attack with this 
weapon, you may activate this skill as a free action to 
increase the reach of the attack by 5 feet. 


LAZULI GLINTSTONE SWORD 


Weapon (longsword), uncommon. Affinity (Intelligence) 


A sword with a glintstone in its handguards. Wielded 
by scholars of the Lazuli Conspectus who seek to 
master Carian sorcery. Apparently once used as a staff 
of sorcery, this sword is made of wood. 

When you attack with this magic weapon, you can use 
your Intelligence modifier, instead of Strength or 
Dexterity modifier, for the attack and damage rolls. 

Glintstone Pebble (0 SP): You cast glintstone pebble. 


LION GREATBOW 


Weapon (greatbow), very rare. Affinity (Dexterity) 

Greatbow of black iron wielded by General Radahn. 
Decorated with a lion mane motif. Imbued with 
Sravitational power of the Starscourge, when used along 
with . Radahn’s Spear, it becomes a true weapon of a 
champion. 

If a radahn’s spear is fire from this weapon, it inflicts 
an additional 1d6 damage. 

Radahn’s Rain (7 SP): You fire an arrow into the air, 
magically duplicating it as dozens of gravity-infused 
arrows rain down in a 20-foot radius, 60-foot high 
cylinder centered on a point you can see within range. 
Each creature in the area must make a Dexterity saving 


throw. A creature takes 6d6 damage on a failed save, or 
half as much damage on a successful one. The damage 
type is the same as that of the weapon or ammunition 
used as a component. 


LORETTA’S WAR SICKLE 


Weapon (halberd), rare. Affinity (Intelligence) 

Intricately crafted silver war sickle wielded by 
Loretta, Knight of the Haligtree. Originally given for 
service as a personal guard to Carian royalty, the 
weapon's blue glintstone has been replaced with 
unalloyed gold. 

This weapon deals an additional 1d10 force damage 
on a hit. It can also be used as a spellcasting focus for 
sorceries you cast. 

Loretta’s Slash (3 SP): As an action, you focus energy 
in this weapon’s blade. It glows blue with glintstone 
magic as you are pulled into the air. You fly up to 15 feet 
to an unocuppied space without provoking attacks of 
opportunity. When you land, you can make an attack at 
a creature within range. On a hit, the target takes an 
additional 1d12 force damage. 


LUSAT’S GLINTSTONE STAFF 


Weapon (glintstone staff), very rare. Affinity (None) 

Staff of the primeval glintstone sorcerer Lusat. Only 
those who have glimpsed what lies beyond the wisdom 
of stone may wield it. 

When you roll damage for a spell you cast with this 
staff, you may expend any number of SP and reroll a 
number of the damage dice equal to the ammount of 
expended SP. You must use the new rolls. 


MAGMA BLADE 


Weapon (shortsword), rare. Affinity (Strength) 

Curved sword with a blade fashioned from the lava of 
Mt. Gelmir. An armament of the man-serpents, 
impossible for a human to have made. 

This weapon deals fire damage instead of slashing 
damage on a hit. 

Magma Shower (4 SP): When you hit a creature 
within attack, you can activate this skill to scatter 
magma in a five foot square in the target’s space, 
coating the ground before it hardens after a minute. The 
area is difficult terrain until the magma dissipates. Any 
creature that enters the area for the first time on a turn 
or ends its turn there takes 3d6 fire damage. Until the 
end of your next turn, you are immune to damage from 
walking on magma. 


MAGMA WHIP CANDLESTICK 


Weapon (whip), rare. Affinity (Charisma) 

This ritual implement is a three pronged candlestick 
with solid flames formed of the magma of Mt. Gelmir. 
When wielded as a weapon, the flames become supple 
whips of lava. 


This weapon deals fire damage instead of slashing 
damage on a hit. 

Sea of Magma (4 SP): When you make an attack with 
this weapon, you may activate this skill as a free action 
to create a pool of magma in a five-foot square within 
this weapon’s reach. The magma coats the ground 
before it hardens after a minute. The area is difficult 
terrain until the magma dissipates. Any creature that 
enters the area for the first time on a turn or ends its 
turn there takes 3d6 fire damage. Until the end of your 
next turn, you are immune to damage from magma. 


MAGMA WyYRM’S SCALESWORD 


Weapon (cleaver), rare. Affinity (Strength) 

Curved greatsword wielded by Magma Wyrms. The 
shape resembles a dragon’s jaw and is covered in hard 
scales. It’s said these land-bound dragons were once 
humans heroes who partook in dragon communication, 
a grave transgression for which they were cursed to 
crawl the earth upon their bellies, shadows of their 
former selves. 

This weapon deals an additional 1d6 fire damage on 
a hit. 

Magma Guillotine (5 SP): As an action, you leap into 
the air, gripping this weaon with both hands and 
slamming it down into the ground. Magma bursts from 
the ground in a 10-foot radius around you, coating the 
ground before it hardens after a minute. The area is 
difficult terrain until the magma dissipates. Any 
creature that enters the area for the first time on a turn 
or ends its turn there takes 3d6 fire damage. Until the 
end of your next turn, you are immune to damage from 
magma. 


MALIKETH’S BLACK BLADE 


Weapon (ultra greatsword), legendary. Affinity 
(Wisdom) 

Maliketh’s black blade which once harbored the 
power of the Rune of Death. A sad shadow of its former 
Slory. After a fragment of Death was stolen on that 
fateful night, Maliketh bound the blade within his own 
flesh, such that none might ever rob Death again. 

Damage from inflicted by this weapon cannot be 
reduced in any way. This weapon deals an additional 
2d6 radiant damage on a hit. When you hit a celestial 
with this weapon, the target takes an additional 2d6 
radiant damage. 

Destined Death (10 SP): As an action, you invoke the 
unbound rune of death. A red-black flame surrounds 
your weapon, gathering around it in an inferno until it 
releases as a flurry of innumerable blades made of pure 
Death. Each creature within 15 feet of you must make a 
Dexterity saving throw. On a failed save, the target takes 
12d12 radiant damage immediately and 6d12 radiant 
damage at the end of its next turn. On a successful save, 
the target takes half of the initial damage and no 
damage at the end of its next turn. The target’s hit point 
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maximum is reduced by an amount equal to the radiant 
damage taken in either case. Damage from this skill 
cannot be reduced by any means. 


MAN-SERPENT’S SHIELD 


Weapon (shield), uncommon. Affinity (Strength) 

Small copper dome-shaped roundshield carried by 
the man-serpents of Mt. Gelmir. Said to have been 
tempered in lava, it boasts great resistance to fire. 

Fire Parry (2 SP): As a reaction to taking damage, you 
imbue your shield with hardened obsidian. Raising it in 
your defense, you gain resistance to fire damage until 
the start of your next turn. 


MANTIS BLADE 


Weapon (scimitar), uncommon. Affinity (Dexterity) 

A curved sword with a blade at both ends wielded by 
the Cemetery Shades, the insect-ridden grave keepers. 
The blade is thin and sharp, and strong attack 
unleashes a far-reaching slash. 

This weapon has the reach property. 

Spinning Slash (4 SP): You spin your blade in a circle 
around you, attacking a number of separate targets 
equal to at most your proficiency modifier. These 
attacks are made at disadvantage. 


MARAIS EXECUTIONER’S SWORD 


Weapon (greatsword), very rare. Affinity (Dexterity) 

Storied sword of House Marais, the family of 
executioners who presided over the Shaded Castle. One 
of the legendary armaments. Elemer of the Briar, the 
Bell Bearing Hunter, snatched the sword from the site 
of his looming execution, and furnished it with battle 
skills from his home of Eochaid. 

You can use a bonus action to toss this magic sword 
into the air and speak the command word. When you do 
so, the sword begins to hover, flies up to 30 feet, and 
attacks one creature of your choice within 5 feet of it. 
The sword uses your attack roll and ability score 
modifier to damage rolls. 

While the sword hovers, you can use a bonus action 
to cause it to fly up to 30 feet to another spot within 30 
feet of you. As part of the same bonus action, you can 
cause the sword to attack one creature within 5 feet of 
it. 

Eochaid’s Dancing Blade (0 SP): When you take the 
Attack action while this sword is hovering, you use skill 
to many any number of attacks with the hovering sword 
instead. 


MARIKA’S HAMMER 


Weapon (warhammer), legendary. Affinity (Wisdom) 
Stone hammer made in the lands of the Numen, 
outside the Lands Between. The tool with which Queen 
Marika shattered the Elden Ring and Radagon 
attempted to repair it. The hammer partially broke upon 


Gold Breaker (13 SP): As a free action, you raise this 
hammer to the sky as it lifts you into the air in turn. 
Until the end of your turn, you have a flying speed of 60 
feet. When you make an attack with this weapon for the 
duration, you slam the hammer into the ground, 
creating a golden explosion around you. Each creature 
of your choice in a 20-foot radius, 10-foot tall sphere 
centered on your target must make a Dexterity saving 
throw. A target takes 10d10 radiant damage on a failed 
save, or half as much damage on a successful one. 


METEORIC ORE BLADE 


Weapon (katana), rare. Affinity (Intelligence) 

Katana forged from meteoric ore to dispatch lifeforms 
born of falling stars. Deals magic damage. The blade is 
weighty, known to deliver slashes of such ferocity that 
the impact is said to resemble the crash of a falling 
meteor. 

This weapon deals an additional 1d8 force damage on 
a hit. 

Gravitas (5 SP): As an action, you can thrust this 
weapon into the ground, creating a gravitational 
disturbance in a 15-foot radius around you. Each 
creature of your choice in the area must make a 
Strength saving throw. On a failure, the creature takes 
2d10 force damage, and is pulled in a straight line 
toward you, ending in an unoccupied space as close to 
you as possible. On a success, the creature takes half as 
much damage and is not pulled. 


METEORITE STAFF 


Weapon (glintstone staff), rare. Affinity (None) 

Staff embedded with a dark purple glintstone, said to 
be the fragment of a meteorite. 

While holding this staff, Gravity spells you cast gain a 
+2 bonus to spell attack rolls and saving throw DC. 


MIQUELLAN KNIGHT’S SWORD 


Weapon (longsword), uncommon. Affinity (Wisdom) 

Sword forged by servants of Miquella of the Haligtree, 
with a design modeled after those carried by Carian 
knights. Instead of glintstone however, amber from the 
Haligtree is embedded in the blade. A sumptuous piece, 
yet it has never been offered to any knight — an ill- 
starred sword with no master. 

This weapon inflicts an additional 1d8 radiant 
damage on a hit. 

Sacred Blade (2 SP): As an action, you charge this 
blade with golden light that shoots out as a ranged spell 
attack at a creature within 30 feet of you. Make a ranged 
spell attack against the target. On a hit, the target takes 
4d6 radiant damage, and the next attack roll made 
against this target before the end of your next turn has 
advantage, thanks to the mystical dim light glittering on 
the target until then. 


MISERICORDE 


Weapon (dagger), uncommon. Affinity (Dexterity) 

Dagger favored by military physicians in white. The 
pointed blade is hard and sharp, making critical hits 
especially potent. Medicine is mercy. and mercy upon 
the battlefield is ruthless. Beware the killers clothes as 
men of compassion 

Attacks with this weapon score a critical hit on a roll 
of 19 or 20. When you score a critical hit with it, the 
target takes an extra 7 damage of the weapon’s type. 

Quickstep (1 SP): As a bonus action, you move up to 5 
feet in any direction without provoking attacks of 
opportunity. Your movement speed is reduced to O until 
the end of your turn. 


MOHGWYN’S SACRED SPEAR 


Weapon (lance), legendary. Affinity (Charisma) 

Trident of Mohg, Lord of Blood. A sacred spear that 
will come to symbolize his dynasty. As well as serving as 
a weapon, it is an instrument of communion with an 
outer Sod who bestows power upon accursed blood. 
The mother of truth desires a wound. 

This weapon inflicts Bleed 3 on a hit. 

Bloodboon Ritual (11 SP): As an action, you thrust 
this weapon into the invisible body of the Formless 
Mother. Bloodflame pours from the wound, raining 
down in a 30-foot radius, 30-foot tall cylinder centered 
on you. Each creature other than you in the area must 
make a Dexterity saving throw. On a failure, the 
creature takes 12d6 fire damage and is afflicted by 
Bleed 3. On a succesful save, the creatures takes half as 
much damage and isn’t afflicted by Bleed. 


MONK’S FLAMEBLADE 


Weapon (cleaver), uncommon. Affinity (Dexterity) 

Curved sword with a flickering flame motif. Wielded 
by the Fire Monks who came from the Mountaintops of 
the Giants. The monks came to the land of Liurnia in 
pursuit of a fugitive who stole their fire. 

Spinning Slash (4 SP): You spin your blade in a circle 
around you, attacking a number of separate targets 
equal to at most your proficiency modifier. These 
attacks are made at disadvantage. 


MOONVEIL 


Weapon (katana), rare. Affinity (Intelligence) 

Katana forged of glintstone. Masterpiece of a Sellian 
wordsmith. Light enwreathes the blade when sheathed, 
explaining its Moonveil moniker. 

When you attack with this magic weapon, you can use 
your Intelligence modifier for the attack and damage 
rolls instead of using Strength or Dexterity. It also 
inflicts Bleed 1 on a hit. 


Transient Moonlight (2 SP): When you make an attack 
with this weapon, you may briefly sheathe it before 
striking out with terrifying speed. Instead of making a 
melee attack, you may instead create an arc of 
moonlight that shoots out towards a creature you can 
see within 60 feet of you. Make a ranged spell attack at 
the target. On a hit, the target takes 3d6 force damage. 


MORGOTT’S CURSED SWORD 


Weapon (cleaver), legendary. Affinity (Charisma) 
Warped blade of shifting hue used by Morgott, the 
Omen King. The accused blood that Morgott recanted 

and sealed away reformed into this blade. 

This weapon inflicts Bleed 1 on a hit. When wielded 
by an Omen, it inflicts Bleed 2 instead. 

Cursed-Blood Slice (3 SP): As a bonus action, you 
invoke the cursed blood of this weapon’s former 
wielder. As bloodflame coats the weapon, it enters the 
bloodstreams of those it injures. Until the beginning of 
your turn, when a creature you've hit with a weapon 
attack fails a saving throw against Bleed, it takes an 
additional 2d6 fire damage for each hit die it rolls for 
bleed damage. 


MORNING STAR 


Weapon (warhammer), uncommon. Affinity (Strength) 

Warhammer comprised of a globe attached to a 
handle. Though a bludgeon dealing strike damage, the 
appellative star covered. in spikes which cause blood 
loss. Ironic given its grace name, this weapon often 
reeks of blood. 

This weapon deals piercing damage instead of 
bludgeoning. 

Kick (1 SP): As a bonus action, you may shove a 
creature within five feet of you. You may use your 
Affinity modifer in place of strength for the shove. 


NAGAKIBA 


Weapon (katana), uncommon. Affinity (Dexterity) 

Katana with a ferociously long blade. Signature 
weapon of Yura, hunter of Bloody Fingers. Reminiscent 
of a reinforced spear, its imposing lenth can be put to 
good use with powerful thrusting attacks. 

This weapon’s reach is increased to 10 feet and 
inflicts Bleed 1 on a hit. 

Piercing Fang (1 SP): When you make an attack with 
this weapon, you may activate this skill to gain 
advantage on the attack if the target is wearing medium 
or heavy armor, or a shield. 


NIGHTRIDER FLAIL 


Weapon (flail), uncommon. Affinity (Strength) 

A flail with two additional bludgeoning heads. 
Weapon of the Night’s Cavalry who ride funeral steeds. 
The large spikes make it highly effective at inducing 
blood loss. 

This weapon inflicts Bleed 1 on a hit. 


Spinning Chain (2 SP): As a bonus action, you begin 
spinning the chain on your flail until the end of your 
next turn, preparing to strike at a moments notice. 
When a creature moves within 5 feet of you or makes a 
melee attack against you, you may use your reaction to 
make an attack the target with this weapon. 


NIGHTRIDER GLAIVE 


Weapon (halberd), uncommon. Affinity (Dexterity) 

A jet-black glaive with a blade as weighty as a 
bludgeon. Weapon of the Night’s Vavalry who ride 
funeral seeds. This glaive excels at weighty slash 
attacks that crash into foes, making it a powerful 
weapon even on horse back. 

While you are mounted, you have advantage on attack 
rolls with this weapon against any unmounted creature 
that is smaller than your mount. 

Spinning Slash (4 SP): You spin your blade in a circle 
around you, attacking a number of separate targets 
equal to at most your proficiency modifier. These 
attacks are made at disadvantage. 


Nox FLOWING HAMMER 


Weapon (mace), uncommon. Affinity (Dexterity) 

Mace shaped like a suspended metal droplet wielded 
by monks of the Eternal City. Forged from liquid metal 
from a Silver Tear, it is thoroughly tempered until 
hardened. 

Flowing Form (2 SP): As a bonus action, you 
transform your blade into liquid metal, extending its 
reach by 15 feet until the end of your turn. 


Nox FLOWING SwOoRD 


Weapon (shortsword), uncommon. Affinity (Dexterity) 

A grim weapon wielded by swordsmen of the Eternal 
City, this shotel has a blade as fine as a needle. Forged 
from the liquid metal of a Silver Tear, it is thoroughly 
tempered until hardened. 

Flowing Form (2 SP): As a bonus action, you 
transform your blade into liquid metal, extending its 
reach by 15 feet until the end of your turn. 


ONE-EYED SHIELD 


Weapon (greatshield), rare. Affinity (Constitution) 

Tricksome shield made from white stone depicting a 
malformed one-eyed god. The barrel of a firearm pokes 
through the open mouth. Once worshipped by the 
giants, this evil deity is believed to have been slain by 
Queen Marika. 

Flame Spit (5 SP): You cast cannon of haima, except 
that it deals fire damage instead of force. 


Onyx LORD’S GREATSWORD 


Weapon (cleaver), rare. Affinity (Intelligence) 

Greatsword forged from golden-hued meteoric ore. 
The blade conceals gravity-manipulating magic. A 
weapon unique to the Onyx Lords, a race of ancients 
with skin of stone who were said to have risen to life 
when a meteor struck Iong ago. 

When you hit an aberration with this weapon, the 
aberration takes an extra 2d6 slashing damage. 

Onyx Lord’s Repulsion (6 SP): As an action, you can 
thrust this weapon into the ground, creating a 


gravitational disturbance in a 15-foot radius around you. 


Each creature of your choice in the area must make a 
Strength saving throw. On a failure, the creature takes 
4d10 force damage, and is pushed 20 feet away from 
you. On a success, the creature takes half as much 
damage and is not pushed. 


ORDOVIS’S GREATSWORD 


Weapon (greatsword), very rare. Affinity (Strength) 

Greatsword of Ordovis, one of the two honored as 
foremost among the Crucible Knights. This sword is 
imbued with an ancient holy essence. Its red tint 
exemplifies the nature of primordial gold, said to be 
close in nature to life itself. 

Ordovis’s Vortex (5 SP): As an action, you gather the 
red-gold magic of the Crucible into this weapon, 
spinning it rapidly in your hand before slamming it in 
the ground. Each creature other creature within 15 feet 
of you must make a Dexterity saving throw. A creature 
takes 8d6 radiant damage on a failed save, or half as 
much damage on a successful one. 


ORNAMENTAL STRAIGHT SWORD 


Weapon (shortsword), rare. Affinity (Wisdom) 

Slender straight sword patterned after an antique 
ornament. Superior swordsmen prefer to wield one in 
each hand. After falling from grace, the dregs of the 
Solden lineage sought power and purpose in the past. 

This weapon is always paired with additional one 
wielded in your other hand. Unless you wield both 
simultaneously, you cannot activate this weapon’s skill. 

Golden Tempering (7 SP): As an action, you run your 
hand along this weapon, blessing it with gold it for 1 
minute. While the sword is blessed, it deals an extra 
2d6 radiant damage to any target it hits. 


PARRYING DAGGER 


Weapon (dagger), uncommon. Affinity (Dexterity) 

A knife with curved handguards. Designed to parry, 
turning foes’ attacks against them. For master of 
combat who anticipate every enemy strike and counter 
accordingly, this weapon is all they need. 

Nimble Parry (1 SP): As a reaction to another 
creature hitting you with a melee attack, you can add +2 
to your AC, potentially causing the attack to miss you 


take a 
add +1 


PILLORY SHIELD 


Weapon (shield), uncommon. Affinity (Dexterity) 

Pillory made to punish serious felons, used as a 
shield. Though made of good, sturdy wood, it is only a 
makeshift tool and performs as such. Perhaps due to its 
use as a device with which the guilty were made to 
endure prolonged suffering, it raises vitality. 

This shield only grants a +1 bonus to AC. You have 
advantage on saving throws against the Exhausted 
condition while wielding it. 

Parry (1 SP): As a reaction to another creature hitting 
you with a melee attack, you can add +1 to your AC, 
potentially causing the attack to miss you. 


PRELATE’S INFERNO CROZIER 


Weapon (colossal weapon), rare. Affinity (Charisma) 

Colossal hammer with the appearance of roiling 
flames. Weapon of the Prelates who lead the Fire 
Monks. Its heft represents the weight of their 
guardianship. The hammer’s head is unusually 
substantial, and strong attacks’ will fling foes into the 
air. 

Prelate’s Charge (2 SP): As a bonus action, you slam 
your weapon into the ground, rushing forward in a burst 
of speed until the end of your turn. Your speed increases 
by 20 feet and moving doesn’t provoke opportunity 
attacks. 

When you move within 5 feet of a creature or an 
object that isn’t being worn or carried, it takes 1d6 fire 
damage from your trail of heat. A creature or object can 
take this damage only once during a turn. 


PRINCE OF DEATH’S STAR 


Weapon (glintstone staff), rare. Affinity (None) 

Staff embedded with sullied amber, said to be a very 
part of the Prince of Death. Enhances death sorceries. 
One of the staves deemed heretical by the academy for 
its ability to allow sorceries to be augmented through 
faith in addition to intelligence. 

While holding this staff, Death spells you cast gain a 
+2 bonus to spell attack rolls and saving throw DC. 


PULLEY BOW 


Weapon (longbow), uncommon. Affinity (Dexterity) 

Longbow which utilizes a series of pulleys and 
strings. The complex mechanism, which required 
advanced mathematical and mechanical understanding 
to craft, was likely made by a certain genius who 
learned Golden Order Fundamentalism. Enhances 
precision while shooting, enabling arrows to fly much 
further distances. 

The short and long range increments of this bow are 
doubled. 

Mighty Shot (1 SP): Until the end of your turn, before 
you make an attack with this weapon, you can choose to 


PULLEY CROSSBOW 


Weapon (light crossbow), uncommon. Affinity 
(Strength) 

Crossbow made with pulleys and power springs. The 
complex mechanism, which required advanced 
mathematical and mechanical understandin§ to craft, 
was likely made by a certain genius who learned Golden 
Order fundamentalism. One touch fires a volley of bolts. 
Be warned; large stores of bolts can be quickly spent. 

This crossbow lacks the loading property. 

Kick (1 SP): As a bonus action, you may shove a 
creature within five feet of you. You may use your 
Affinity modifer in place of strength for the shove. 


RAPTOR TALONS 


Weapon (claws), uncommon. Affinity (Dexterity) 

Claw comprised of two sharp, thin blades, wielded by 
the assassins of Ravenmount, this weapon allows them 
to imitate the attacks of Deathbirds. Besides excelling at 
airborne attacks, its charge attack mimics the vicious 
swoop of a bird of prey. 

This weapon deals slashing damage instead of 
bludgeoning damage, and inflicts Bleed 1 on a hit. 

Quickstep (1 SP): As a bonus action, you move up to 5 
feet in any direction without provoking attacks of 
opportunity. Your movement speed is reduced to O until 
the end of your turn. 


RED THORN ROUNDSHIELD 


Weapon (shield), uncommon. Affinity (Strength) 

A small, wooden roundshield. It is light and easy to 
use, but cannot offer the damage negation of a metal 
shield. Its emblem is an ancient red thorn design. 

Fire Parry (2 SP): As a reaction to taking damage, you 
imbue your shield with hardened obsidian. Raising it in 
your defense, you gain resistance to fire damage until 
the start of your next turn. 


REDUVIA 


Weapon (dagger), rare. Affinity (Constitution) 

Jagged dagger with a distinctive curled blade. Carried 
by the noble servants of the Lord of Blood. This dagger 
rips the flesh as it enters, inflicting blood loss with 
sickening efficacy. A proud testament to the success of 
its vicious design, this weapon is perpetually coated in 
blood. 

This weapon inflicts Bleed 2 on a hit. 

Blood Blade (2 SP): As an action, you inflict 1d4 
necrotic damage on yourself. This damage can’t be 
reduced in any way. Drawing your own blood onto your 
weapon, you unleash it as a projectile at a creature 
within 30 feet of you. Make a ranged weapon attack 
using your Affinity modifier. On a hit, the target takes 
2d6 necrotic damage is afflicted by Bleed 2. 


REGALIA OF EOCHAID 


Weapon (longsword), legendary. Affinity (Dexterity) 

Treasured sword of Eochaid, a lesser, long-vanished 
domain. The copper coloration is not to be confused for 
rust, but is a conduit for its wielder to move it by their 
will alone. Swords of Eochaid dance through the skies 

You can use a bonus action to toss this magic sword 
into the air and speak the command word. When you do 
so, the sword begins to hover, flies up to 30 feet, and 
attacks one creature of your choice within 5 feet of it. 
The sword uses your attack roll and ability score 
modifier to damage rolls. 

While the sword hovers, you can use a bonus action 
to cause it to fly up to 30 feet to another spot within 30 
feet of you. As part of the same bonus action, you can 
cause the sword to attack one creature within 5 feet of 
it. 

Eochaid’s Dancing Blade (0 SP): When you take the 
Attack action while this sword is hovering, you use skill 
to many any number of attacks with the hovering sword 
instead. 


RIFT SHIELD 


Weapon (shield), uncommon. Affinity (Dexterity) 

Small metal roundshiled depicting a sinister rift. An 
antiquated charm that glares back at an enemy. 

While wielding this shield, you have advantage on 
saving throws against being made unconcious or 
stunned. 

Parry (1 SP): As a reaction to another creature hitting 
you with a melee attack, you can add +1 to your AC, 
potentially causing the attack to miss you. 


RINGED FINGER 


Weapon (maul), rare. Affinity (Strength) 

Bludgeon made of an enormous finger sheathed in 
several heavy rings. Thought to have been cut from an 
ancestor of the Fingercreeper. Some life yet remains in 
this legacy of an ancient act of blasphemy, as evidenced 
by the barely perceptible warmth it still exudes. 

Claw Flick (6 SP): As an action, you command this 
weapon to engorge, doubling in size as it digs into the 
ground in front of you. The finger explodes outward in a 
flicking motion, upturning earth and flinging nearby 
creatures in a 15-foot cube in front of you. On a failed 
save, a creature takes 4d8 bludgeoning damage and is 
pushed a number of feet away from you equal to 5 times 
your Affinity modifier. On a successful save, the creature 
takes half as much damage and isn’t pushed. 


RIPPLE WEAPON 


Weapon (any melee weapon), uncommon. Affinity 
(Strength) 

Unique weapon wielded by young Albinaurics, this 
sword is modelled after the ripples that are thought to 
be the origin of their species. 


When weapon grease and consumables such as Fire 
Grease is applied to this weapon, the effect’s duration is 
doubled. 

Wild Strikes (1 SP): When you make your first attack 
on your turn, you can decide to attack recklessly. Doing 
so gives you advantage on melee weapon attack rolls 
during this turn, but attack rolls against you have 
advantage until your next turn. 


RIVERS OF BLOOD 


Weapon (katana), very rare. Affinity (Constitution) 

Weapon of Okina, swordsman from the Land of 
Reeds. A cursed weapon that has felled countless men. 
When Mohg§, the Lord of Blood, first felt Okina’s sword, 
and madness, upon his flesh, he had a proposal, to offer 
Okina the life of a demon, whose thirst would never go 
unsated. 

This weapon inflicts Bleed 3 on a hit. 

Corpse Piler (5 SP): When you take the Attack action 
on your turn, you use this skill as a free action to make 
an additional attack. When you hit a Bleeding creature 
with this weapon this turn, the Bleed DC increases by 2 
instead of 1. 


ROGIER’S RAPIER 


Weapon (rapier), uncommon. Affinity (Intelligence) 

Piercing sword of superior quality, featuring intricate 
ornamentation. Signature weapon of the sorcerer 
Rogier. High dexterity is required to wield the blade to 
its full potential, but mastery is a sight to behold, 
characterized by a flowing style which excels in 
successive attacks. 

Glintblade Phalanx (3 SP): You cast glintstone 
phalanx. 


Rosus’ AXE 


Weapon (battleaxe), rare. Affinity (Intelligence) 

Usher of Death, Rosus, who shows the path to the 
catacombs throughout the Lands Between, is depicted 
on this ritual axe. The dead easily lose their way, and 
have always been in sore need of a guiding hand. 

This weapon inflicts an additional 1d8 necrotic 
damage on a hit. Undead creatures reduced to 0 hit 
points by this weapon or its weapon skill cannot regain 
hit points or regenerate for the next minute. 

Rosus’s Summons (7 SP): You cast tibia’s summons. 


ROTTEN CRYSTAL STAFF 


Weapon (glintstone staff), rare. Affinity (None) 

Staff fashioned from pure crystal; a deed impossible 
for a human. It festers with scarlet rot. Enhances 
Crystalian sorceries. 

When you hit a creature with a spell attack, or a 
creature fails a saving throw against a spell you cast, 
with this staff, the target also gains the Rotting 
condition until the end of your next turn. 


ROTTEN WEAPON 


Weapon (any), rare. Affinity (Strength) 

Greataxe designed for gladiatorial combat, now 
festering with scarlet rot. Used by duelists who were 
exiled from the colosseum. 

When you hit a creature with this weapon, the target 
must succeed on a DC 16 Constiution saving throw or 
have the Rotting condition for 1 minute. At the end of 
each of its turns, the target can make another 
Consitution saving throw. On a success, the target ends 
the condition. 

Endure (0 SP): As an action, you steel yourself to 
harm for a brief time. Until the end of your next turn, 
you have resistance against bludgeoning, piercing, and 
slashing damage dealt by weapon attacks. 


ROYAL GREATSWORD 


Weapon (ultra greatsword), very rare. Affinity 
(Strength) 

Greatsword decorated in royal Carian Style. Favored 
weapon of Blaidd the Half-Wolf. In defiance of the fate 
he was born to, Blaidd swore to serve no master but 
Ranni. As proof. the sword was imbued with a cold 
magic at the moment oath was sworn. 

This weapon inflicts an additional 2d8 cold damage 
on a hit. 

Wolf’s Assault (SP): As an action, you somersault 
through the air, moving up to 10 feet without provoking 
attacks of opportunity. When you land, you drive this 
weapon into the ground and create a 10-foot radius 
blast of cold magic. Each creature in the area other than 
you must make a Constitution saving throw. On a failed 
save, a creature takes 3d6 cold damage and is 
frostbitten for a minute. At the end of each of its turns, 
the target can make another Constituion saving throw. 
On a success, the target is no longer frostbitten. On a 
successful save, the creature takes half as much 
damage and is not frostbitten. 


RUINS GREATSWORD 


Weapon (ultra greatsword), legendary. Affinity 
(Strength) 

Originally rubble from a ruin which fell from the sky, 
this surviving fragment was honed into a weapon. One 
of the legendary armaments. The ruin it came from 
crumbled when struck by a meteorite, as such this 
weapon harbords its destructive power. 

When you hit a creature with this magic weapon, 
each creature other than you and the target within 10 
feet of it must make a Strength saving throw. On a failed 
save, they are moved in a straight line towards the 
nearest unocupped space to the target. 


Wave of Destruction (8 SP): You collect gravitational 
energy into this slab of a weapon, bringing it down and 
unleashing a gravitational wave in a 60 feet long, 20 feet 
high, and 1 foot thick area. Each creature within its area 
must make a Dexterity saving throw. On a failed save, a 
creature takes 6d8 force damage, or half as much 
damage on a successful save. 

A wall of stone is erected as gravity warps through the 
area, pulling up stone and rocks into the same area. If 
the wall cuts through a creature’s space when it 
appears, the creature is pushed to one side of the wall 
(your choice). The wall is poorly constructed as fragile, 
with AC 15 and 50 hit points. If the wall is reduced to 0 
hit points, it collapses. It also collapses when this skill is 
next used. 


RUSTED ANCHOR 


Weapon (greataxe), uncommon. Affinity (Strength) 

A rusty anchor wielded as a weapon. Each of its four 
flukes is thick and sharp, enabling piercing attacks. 
While the Tarnished left the Lands Between with their 
Kird, one boat alone was said to have been left behind. 

This weapon inflicts piercing damage on a hit instead 
of slashing damage. 

Barbaric Roar (2 SP): When you make your first 
attack on your turn, you can activate this ability, uttering 
a gutteral roar. Doing so gives you advantage on melee 
weapon attack rolls using Strength during this turn, but 
attack rolls against you have advantage until your next 
turn. 


SACRED RELIC SWORD 


Weapon (greatsword), legendary. Affinity (Wisdom) 

Sword wrought from the remains of a god who should 
have lived a life eternal. Thoughts on what the weapon 
portends are many and varied. Some consider it the 
mark of a great sin, or a sign of great devastation. Some 
think of it as the end of an age, while others; the 
beginning. 

This weapon inflicts an additional 3d6 radiant 
damage on a hit. 

Waves of Gold (6 SP): As an action, you may imbue 
this weapon bygone golden glory, firing a golden wave 
fans out forwards in a 120-foot cone. Each creature of 
your choice in the area must make a Constitution saving 
throw. On a failed save, a creature takes 6d12 radiant 
damage, or half as much damage on a successful save. 


SACRIFICIAL AXE 


Weapon (battleaxe), rare. Affinity (Strength) 

Hatchet used in ancient sacrificial rite. A Deathbird is 
depicted as a malevolent deity. The power of the rite yet 
lingers. 

When you reduce a creature to 0 hit points with this 
weapon, you regain up to 1 spell point. This can be put 
into a martial spell point pool if available. 


Wild Strikes (1 SP): When you make your first attack 
on your turn, you can decide to attack recklessly. Doing 
so gives you advantage on melee weapon attack rolls 
during this turn, but attack rolls against you have 
advantage until your next turn. 


SCAVENGER’S CURVED SWORD 


Weapon (scimitar), uncommon. Affinity (Dexterity) 

Unique curved sword, notched like shark’s teeth. 
Weapon carried by corpse pillagers who prowl the sites 
of old battles. The blade is tacky with blood and covered 
in hefty nicks, making it totally uneven. Life can be 
sinister indeed. 

This weapon inflicts Bleed 1 on a hit. 

Spinning Slash (4 SP): You spin your blade in a circle 
around you, attacking a number of separate targets 
equal to at most your proficiency modifier. These 
attacks are made at disadvantage. 


SCEPTER OF THE ALL-KNOWING 


Weapon (warhammer), very rare. Affinity (Intelligence) 

Scepter in the form of a hand grasping a pearl. 
Signature weapon of Sir Gideon Ofnir, the All-Knowing. 
The pearl stands for the world, the heavens, and an eye, 
representing the many forms of knowledge, never fully 
attainable. Even knowing that, the All- Knowing’s hand 
Srasps for it. 

This magic warhammer can be used to cast spells as 
either a glintstone staff or sacred seal. 

Knowledge Above All (10 SP): Raising this scepter 
aloft, you draw every creature within 100 feet of you, 
including yourself, into the realm of the All-Knowing. 
This effect persists for 1 minute or until you lose your 
concentration (as if you were concentrating on a spell). 
For the duration, damage resistances, immunities, and 
vulnerabilities of creatures in the area are nullified. 


SCORPION’S STINGER 


Weapon (dagger), very rare. Affinity (Dexterity) 

Dagger fashioned from a great scorpion’s tail, 
glistening with scarlet rot. A ceremonial tool used by 
heretics, crafted from the relic of a sealed outer god. 

When you hit a creature with this weapon, the target 
must succeed on a DC 16 Constiution saving throw or 
have the Rotting condition for 1 minute. At the end of 
each of its turns, the target can make another 
Consitution saving throw. On a success, the target ends 
the condition. 

Repeating Thrust (3 SP): As a bonus action, you make 
an attack with this weapon at a creature within range. 


SENTRY S TORCH 


Weapon (torch), uncommon. Affinity (None) 

Torch Given to protectors of the Erdtree. Its flames 
are bestowed with a special incantation which allows 
the bearer to see assassins Cloaked in veils. Furnished 
on behalf of the Erdtree and the Grace-Given Lord such 
that a Night of Black Knives will never come again. 

While carrying this torch, creatures within 30 feet of 
you cannot benefit from the invisible condition. 


SERPENT BOW 


Weapon (longbow), uncommon. Affinity (Dexterity) 

Malformed bow in the shape of a pair of poisonous 
snakes. Imbues arrows with poison through pagan 
magic, revealing its true worth when used with poison- 
infused arrows. Used by assassins known as the 
Formless Serpents. 

The first time you hit a creature with this magic bow, 
it must succeed on a Constitution saving throw or 
become poisoned until the end of your next turn. If the 
arrow you fire deals poison damage or inflicts the 
poison damage, the target has disadvantage on the 
saving throw. 

Mighty Shot (1 SP): Until the end of your turn, before 
you make an attack with this weapon, you can choose to 
take a -5 penalty to the attack roll. If that attack hits, you 
add +10 to the attack’s damage. 


SERPENT-GOD’S CURVED SWORD 


Weapon (scimitar), rare. Affinity (Dexterity) 

Curved sword fashioned in the image of an ancient 
serpent deity and tool of a forgotten religion practiced 
on Mt. Gelmir. Formerly used to offer up sacrifices. 

When you hit a creature with this sword and reduce it 
to 0 hit points, you regain hit points equal to your 
proficiency bonus. 

Spinning Slash (4 SP): You spin your blade in a circle 
around you, attacking a number of separate targets 
equal to at most your proficiency modifier. These 
attacks are made at disadvantage. 


SERPENT-HUNTER 


Weapon (lance), legendary. Affinity (Strength) 

Weapon that serves as both greatsword and spear. 
Thought to have been used to hunt an immortal great 
serpent in the distant past, it manifests a long blade of 
light when facing such a creature. When their master’s 
heroic aspirations degenerated into mere greed, his 
men searched for a weapon with which they might halt 
their lord. 

While you wield this spear within 300 feet of a Great 
Serpent, it manifests its true power. The spear’s reach 
increases by 50 feet as powerful gales burst from it. The 
spear also deals an additional 3d6 damage to Great 
Serpents and man-serpents. 


Great-Serpent Hunt (16 SP): As an action while 
fighting a Great Serpent, you focus the light beam this 
weapon into one great strike. Make an attack at the 
Serpent. On a hit, the attack is automatically considered 
a critical hit and the target must succeed ona 
Constitution saving throw or become stunned until the 
beginning of your next turn. 


SERPENTBONE BLADE 


Weapon (katana), rare. Affinity (Dexterity) 

Sinister katana modeled after a serpent bone. The 
denely packed row of spines that jut away from the 
cutting edge are coated in a lethal poison 

You can use an action to cause thick, black poison to 
coat the blade of this magic weapon. The poison 
remains for 1 minute or until an attack using this 
weapon hits a creature. That creature must succeed on 
a Constitution saving throw or take 2d10 poison 
damage and become poisoned for 1 minute. The dagger 
can’t be used this way again until the next dawn. 

Double Slash (4 SP): When you take the Attack action 
on your turn, you use this skill as a free action to make 
an additional attack. 


SHIELD OF THE GUILTY 


Weapon (shield), uncommon. Affinity (Dexterity) 

Shield made to venerate a maiden whose eyes were 
crushed by Briars of Sin before being reborn in these 
lands. Venerating the repose of the soul, this shield 
boosts focus. The briars can be used to attack foes. 

While wielding this shield, you have advantage on 
saving throws against being made unconcious or 
stunned. 

Parry (1 SP): As a reaction to another creature hitting 
you with a melee attack, you can add +1 to your AC, 
potentially causing the attack to miss you. 


SHOTEL 


Weapon (scimitar), uncommon. Affinity (Dexterity) 

Curved sword with a severely hooked blade. Its 
attacks can slip through an enemy’s guard. Made to 
hunt down humans. 

This hooked sword has a +2 bonus to attack rolls 
against creatures wielding shields. 

Spinning Slash (4 SP): You spin your blade in a circle 
around you, attacking a number of separate targets 
equal to at most your proficiency modifier. These 
attacks are made at disadvantage. 


SILURIA’S TREE 


Weapon (lance), very rare. Affinity (Strength) 

*Siluria’s Tree, weapon of one of the two honored as 
foremost among the Crucible Knights. The primordial 
form of the Erdtree is close in nature to life itself, and 
this spear, modeled on its crucible, is imbued with 
ancient 


holy essence.* 

This weapon has a number of charges equal to your 
Affinity modifier. When a crucible knight wields this 
weapon, they may expend a charge and use its skill 
without expending SP. This weapon regains all charges 
after a long rest. 

Siluria’s Woe (5 SP): As an action, you gather the red- 
gold magic of the Crucible around the tip of this 
weapon. Thrusting it forward, a 5-foot wide projectile 
shoots out from you in a 100-foot line in a direction you 
choose. Each creature in the line must make a Dexterity 
saving throw. A creature takes 8d6 radiant damage ona 
failed save, or half as much damage on a successful one. 


SILVER MIRRORSHIELD 


Weapon (shield), uncommon. Affinity (Dexterity) 

Shield of radiant silver, festooned with amber and 
carried by Loretta, Knight of the Haligtree. The shape is 
said to imitate that of a sacred drop of dew, which 
inspired the absurd rumor that Loretta herself was an 
Albinauric. 

Parry (1 SP): As a reaction to another creature hitting 
you with a melee attack, you can add +1 to your AC, 
potentially causing the attack to miss you. 


SMOLDERING SHIELD 


Weapon (shield), uncommon. Affinity (Strength) 

Shield made upon Mt. Gelmir forged from uncooling 
lava. Resists frost with its heat. 

Fire Parry (2 SP): As a reaction to taking damage, you 
imbue your shield with hardened obsidian. Raising it in 
your defense, you gain resistance to fire damage until 
the start of your next turn. 


SPIKED PALISADE SHIELD 


Weapon (greatshield), uncommon. Affinity 
(Constitution) 

Designed to perform shield bashes, these attacks 
riddle the enemy with holes, earning it the nickname of 
“pard shield” 

Bloody Retaliation (2 SP): As a reaction to a creature 
hitting you with a melee attack, you thrust your shield 
towards your attacker, inflicting Bleed 1. 


SPIKED SPEAR 


Weapon (spear), uncommon. Affinity (Dexterity) 

Weapon comprised of a spiked cylinder attached to a 
long pole. Capaable of dealing strike damage when 
swung. The spikes induce blood loss. Weapon of the 
Marionette Soliders employed by sorcerers. 

This weapon inflicts Bleed 1 on a hit. 

Impaling Thrust (1 SP): When you attack with this 
weapon, you may activate this skill as a free action to 
increase the reach of the attack by 5 feet. 


SPIRALHORN SHIELD 


Weapon (shield), uncommon. Affinity (Constitution) 

Shield of antlers arranged in an eddy-like pattern. If 
used to attack a foe, the shield’s antlers inflict blood 
loss. Once given to a Tarnished warrior who cultivated 
close ties to the ancestral followers. 

Bloody Retaliation (2 SP): As a reaction to a creature 
hitting you with a melee attack, you thrust your shield 
towards your attacker, inflicting Bleed 1. 


St. TRINA’S TORCH 


Weapon (torch), rare. Affinity (Wisdom) 

Candlestand torch that burns with a light-purple 
flame. The carvings depict St. Trina, but in adult form, 
somewhat unnervingly. 

Fires of Slumber (2 SP): As an action, you blow 
ghostly white flame from this torch, drawing creatures 
into a magical slumber. Roll 5d8, the total is how many 
hit points of creatures this spell can affect. Creatures 
within 20 feet of a point you choose within range are 
affected in ascending order of their current hit points 
(ignoring unconscious creatures). You may spend an 
additional spell point, up to a maximum number of 
additional points equal to your Affinity modifier, to roll 
an additional 1d8 and add it to the total. 

Starting with the creature that has the lowest current 
hit points, each creature affected by this spell falls 
unconscious until the spell ends, the sleeper takes 
damage, or someone uses an action to shake or slap the 
sleeper awake. Subtract each creature’s hit points from 
the total before moving on to the creature with the next 
lowest hit points. A creature’s hit points must be equal 
to or less than the remaining total for that creature to be 
affected. 

Undead and creatures immune to being charmed 
aren't affected by this skill. 


STAFF OF Loss 


Weapon (glintstone staff), rare. Affinity (None) 

Staff missing its glintstone. Wielded by sorcerers who 
believe that discovery comes through acts of asceticism. 
This staff is only capable of casting invisibility sorceries, 
but that is reason enough for some to wield it. 

While holding this staff, Night spells you cast gain a 
+2 bonus to spell attack rolls and saving throw DC. 


STAFF OF THE AVATAR 


Weapon (colossal weapon), rare. Affinity (Wisdom) 

Ceremonial staff depicting the Erdtree in its historic 
radiance. Wielded by the avatars who protect the Minor 
Erdtrees. The avatars, emerging in the wake of the 
Elden Ring’s shattering, were determined to protect the 
withering Erdtree’s offspring. 

This weapon deals an additional 1d12 radiant 
damage on a hit. 


Erdtree Slam (6 SP): As an action you leap into the air, 
moving up to 15 feet to an unoccupied space without 
provoking attacks of opportunity. You collect golden 
energy along the way before slamming down. Each 
creature within 15-feet of the point you land must make 
a Constitution saving throw. A target takes 8d6 radiant 
damage on a failed save, or half as much damage on a 
successful one. 


STAFF OF THE GUILTY 


Weapon (glintstone staff), rare. Affinity (None) 

A heretical staff fashioned from a smoldering, 
withered sapling that turns the blood of sacrifices 
pierced by it into glinstone. Similar to hex magic. 

Spells you cast using this staff use your Wisdom 
modifier as your spellcasting ability modifier. 

While holding this staff, Blood spells you cast gain a 
+2 bonus to spell attack rolls and saving throw DC. 


STAR FIST 


Weapon (caestus), uncommon. Affinity (Strength) 

Spherical iron manifer covered in spikes which 
induce blood loss. Used in brutal games of pugilism. 

This weapon inflicts Bleed 1 on a hit. 

Endure (0 SP): As an action, you steel yourself to 
harm for a brief time. Until the end of your next turn, 
you have resistance against bludgeoning, piercing, and 
slashing damage dealt by weapon attacks. 


STARSCOURGE GREATSWORD 


Weapon (greatsword), legendary. Affinity (Intelligence) 


Curved greatswords of black steel wielded by General 
Radahn. A pair of weapons decorated with a lion mane 
motif. Radahn earned considerable renown as the 
Starscourge in this youth, and it is said that it was 
during this time he engraved the gravity crest up these 
blades. 

While wielding two Starscourge Greatswords, you 
may wield them as if they were light weapons. 

When you hit an aberration with this weapon, the 
aberration takes an extra 2d6 slashing damage. 

Starcaller Cry (6 SP): As an action, you invoke the 
power of the starscourge, gathering gravitational magic 
to draw others into your reach. Each creature of your 
choice in a 30-foot radius must succeed on a Strength 
saving throw or be pulled toward you in a straight line, 
ending in the nearest unocuppied space to you. 

If you activate this skill before the end of your next 
turn, you slam your sword into the ground, creating a 
gravitational explosion. Each other creature within 10 
feet of you must succeed on a Strength saving throw or 
take 6d8 force damage and be pushed 15 feet away 
from you. 


STEEL-WIRE TORCH 


Weapon (torch), uncommon. Affinity (Charisma) 
Torch wound with metal wire. The flame can 
illuminate dark locales, or be used to attack enemies. 
Heavier than a normal torch, but the heated filament 
boosts fire damage dealt. 
Firebreather (2 SP): You cast burning hands. 


STORMHAWK AXE 


Weapon (battleaxe), rare. Affinity (Constitution) 

Battle axe designed to resemble a hawk, wioth its 
wings comprising the blade. Signature weapon of 
warriors who strive to remain one with the storm, 
despite being so far from their place of birth. Their 
hearts are proud, and thereby easily undone. 

Thunderstorm (4 SP): As a bonus action, you slam 
your foot into ground, conjuring a lightning storm in a 5- 
foot radius around you. Each creature in the area must 
succeed on a Dexterity saving throw against your 
Affinity DC. On a failed save, the creature takes 2d6 
lightning damage and is pushed 5 feet away from you. 
Until the end of your turn, this weapon inflicts an 
additional 1d8 lightning damage on a hit. A creature can 
take this damage only once during a turn. 


SworRD OF MILOS 


Weapon (greatsword), very rare. Affinity (Charisma) 

Sinister Sreatsword fashioned from a giant’s 
backbone. The spines along each side of the blade have 
been tapered to a fine point and mete out wounds like a 
lopside saw-blade. Milos was indersized for a giant, and 
was viewed as sullied and terribly gortesque. 

This weapon inflicts Bleed 1 on a hit. When you hit a 
creature with this magic weapon and reduce it to 0 hit 
points, you regain up to 4 spell points. These can be put 
into a martial spell point pool if available. 

Shriek of Milos (4 SP): As an action, you let loose a 
cursed scream from deep within. Each creature within 
30 feet who can hear this scream must make a 
Charisma saving throw. On a failure, the target’s 
damage resistances are nullified for 1 minute. On a 
successful save, the target suffers no effect. 


SwoORD OF NIGHT AND FLAME 


Weapon (longsword), legendary. Affinity (Special) 

Storied sword and treasure of Caria Manor. One of 
the legendary armaments. Astrologers, who preceded 
the sorcerers, established themselves in mountaintops 
that nearly touched the sky, and considered the Fire 
Giants their neighbors. 

This weapon deals an additional 1d6 cold damage 
plus 1d6 fire on a hit. 


Night-and-Flame Stance (13 SP): This weapon’s affinity 
modifier is equal to the lower of your Intelligence and 
Wisdom modfiiers. 

As an action, you hold this weapon level and prepare 
to unleash the power of the moon and heretical flame in 
tandem. You must concentrate until your next turn as if 
you were concentrating on a spell. If your concentration 
was not broken, you can choose either Night or Flame 
from the options below. 

Night: You cast comet azur. At the beginning of each 
subsequent turn, if you are still concentrating on the 
spell you must spend an additional 5 SP to maintain 
concentration. 

Flame: You swing your sword, producing a wave of 
flame that explodes outwardsfrom you. Each creature in 
a 60-foot cone centered on that point must make a 
Dexterity saving throw. A target takes 12d12 fire 
damage on a failed save, or half as much damage on a 
successful one. 


SworD OF ST TRINA 


Weapon (longsword), rare. Affinity (Wisdom) 
Silver sword carried by clerics of St. Trina. Inflicts 


sleep ailment upon foes. St. Trina is an enigmatic figure. 


Some say she is a comely young girl, others are sure he 
is a boy. The only certainty is that their appearance was 
as sudden as their disappearance. 

Mists of Slumber (8 SP): As an action, you create a 
cloud of silver mist in a 10-foot radius sphere centered 
on a point within 45 feet of you. Each creature in the 
area must succeed on a Wisdom saving throw or falls 
unconscious. It wakes up if it takes any damage or if 
another creature uses its action to shake the sleeper 
awake. 


‘THORNED WHIP 


Weapon (whip), uncommon. Affinity (Strength) 

Hefty whip coverd in crimson thorns. Weapon of the 
Prelates who lead the Fire Monks. A device of fearsome 
religious encouragement, it is fashioned in the image of 
the briars of fin. 

This weapon inflicts Bleed 2 on a hit. 

Kick (1 SP): As a bonus action, you may shove a 
creature within five feet of you. You may use your 
Affinity modifer in place of strength for the shove. 


"‘TORCHPOLE 


Weapon (spear), uncommon. Affinity (Constitution) 

Torch fastened to a long pole. Lights up dark areas, 
but cannot be raised overhead. Used by soldiers on 
watch, its attacks set foes aflame. 

This spear deals fire damage instead of piercing 
damage. While you are wielding it, its tip burns bright, 
providing bright light in a 20-foot radius and dim light 
for an additional 20 feet. 


Charge Forth (2 SP): If you move at least 20 feet 
towards a target hits it with a weapon attack on the 
same turn, you may activate this skill as a free action. If 
you do, the target takes an extra 5 (2d4) bludgeoning 
damage. If the target is a creature, it must succeed on a 
Strength saving throw or be knocked prone. 


"TREESPEAR 


Weapon (lance), rare. Affinity (Wisdom) 

Golden spear with tree-like design. Wielded by 
knights employed as palace guards in the Royal Capital 
of Leyndell. Deals only holy damage. Requiring superior 
dexterity to wield, this greatspear can perform 
consecutive thrust attacks despite its larger size. 

This spear inflicts an additional 1d10 radiant damage. 

Sacred Order (2 SP): As a bonus action, your raise 
your blade aloft, invoking the Golden Order. Your 
weapon attacks deal an extra 1d4 radiant damage ona 
hit. The effect persists for 1 minute or until you lose 
your concentration (as if you were concentrating on a 
spell). 


TROLL’S HAMMER 


Weapon (colossal weapon), uncommon. Affinity 
(Strength) 

Mining tool of stonedigger trolls used to crack 
bedrock. Trolls are descended form the giants, and 
these were supposedly once used as ceremonial 
smithing tools. In the distance past, smithing was 
considered divine. 

This sword inflicts an additional 1d6 fire damage ona 
hit. 

Troll’s Roar (3 SP): A blast of thunderous energy 
explodes from you, forcing creatures away. Each 
creature within 15 feet of you must succeed ona 
Constitution saving throw or be pushed 15 feet away 
from you. On a success, the creature is not pushed. 


TWINBIRD KITE SHIELD 


Weapon (shield), uncommon. Affinity (Dexterity) 

Shield featuring a vividly painted twinbird. The 
twinbird is said to be the envoy of an outer god, and 
mother of the Deathbirds. 

When your hit points are below half your hit point 
maximum while wielding this shield, your AC and 
Strength score increases by 1. 

Parry (1 SP): As a reaction to another creature hitting 
you with a melee attack, you can add +1 to your AC, 
potentially causing the attack to miss you. 


VARRE’S BOUQUET 


Weapon (warhammer), rare. Affinity (Constitution) 

A steel mace resembling a charming bouquet of roses. 
Each petal has a sharpened edge, leaving the roses 
perpetually colored with blood. This weapon reflects 
White Mask Varré’s manner of speech rather well, 
enticing in its splendor, but full of deadly consequence. 


This weapon inflicts Bleed 2 on a hit. 

Blood Tax (3 SP): As a reaction to a creature within 
30 feet of you failing a saving throw against Bleed, you 
may draw some of their lost blood into yourself. You 
regain hit points equal to half of the hit points lost from 
the Bleed effect. 


VENOMOUS FANG 


Weapon (claws), rare. Affinity (Dexterity) 

One of the weapons designed for gladiatorial combat. 
Used by duelists who were exiled from the colosseum. 
The black fang protruding from the bronze snake head 
is coated in deadly poison. 

This sword inflicts an additional 1d6 poison damage 
on a hit. 

Envenom (4 SP): You can use an action to cause 
thick, black poison to coat the blade. The poison 
remains for 1 minute or until an attack using this 
weapon hits a creature. That creature must succeed on 
a DC 15 Constitution saving throw or take 2d10 poison 
damage and become poisoned for 1 minute. The dagger 
can’t be used this way again until the next dawn. 


VETERAN’S PROSTHESIS 


Weapon (claws), rare. Affinity (Strength) 

Bladed prosthetic leg enwreathed with the power of 
lightning, instead attached to the fist. Commander Niall, 
veteran of Castle Sol, offered this prosthesis in 
exchange for the lives of defeated knights held prisoner. 
He went on to lead these men as an army of no nation. 

This sword inflicts an additional 2d4 lightning 
damage on a hit. 

Storm Kick (4 SP): As an action, you kick up a storm 
around you that carries you into the air. You may fly up 
to 15 feet without provoking attacks of opportunity 
before landing in an unocupped space. Afterwards, each 
other creature within 10 feet of you must make a 
Dexterity saving throw. On a failed save, the creature 
takes 4d12 lightning damage and is pushed 10 feet 
away from you. On a successful save, the target takes 
half damage and is not pushed. 


VISAGE SHIELD 


Weapon (greatshield), rare. Affinity (Strength) 

Tricksome bronze shield depicting the face of a Fire 
Giant. Several tongues leap from its open mouth. The 
dreadful visage and burning flames are designed to 
remind one of the horror of facing a Fire Giant. In other 
words, this shield has an instructional function. 

Tongues of Fire (2 SP): As an action, you hold this 
shield in front of you as ejects fire in a 15-foot cone. 
Each creature in that area must make a Dexterity saving 
throw, taking 3d6 fire damage on a failed save, or half 
as much damage on a successful one. 


VYKE’S WAR SPEAR 


Weapon (lance), rare. Affinity (Charisma) 

War spear singed and blistered by fingers, used by 
Vyke, Knight of the Roundtable Hold. Like Vyke himself, 
it has been tormented by the yellow flame of frenzy from 
within. 

Frenzyflame Thrust (6 SP): You leap into the air, 
slamming this weapon down into the earth while 
frenzyflame bursts from you. Each creature in a 15-foot 
cube originating from you must make a Wisdom saving 
throw. On a failed save, a creature takes 2d8 psychic 
damage and is stunned untilt he end of your next turn. 
On a successful save, the creature takes half as much 
damage and isn’t stunned. 

When you activate this skill, you must succeed ona 
DC 10 Wisdom saving throw be be stunned until the 
end of your next turn. 


WATCHDOG’S GREATSWORD 


Weapon (ultra greatsword), rare. Affinity (Intelligence) 

Stone greatsword wielded by Erdtree Burial 
Watchdogs. Though decorated with the watchman’s 
eye, the pupil was taken by graverobbers and is now 
hollow, leaving this sword a mere lump of stone. 

Sorcery of the Crozier (3 SP): As an action, you 
channel magic into the glintstone within this staff, 
creating a number of magical darts equal to your Affinity 
modifier. Each dart hits a creature of your choice that 
you can see within 120 feet of you. A dart deals 1d4+1 
force damage to its target. The darts all strike 
simultaneously and you can direct them to hit one 
creature or several. 


WATCHDOG’S STAFF 


Weapon (colossal weapon), rare. Affinity (Intelligence) 

Large stone staff embedded with glintstone. Wielded 
by Erdtree Burial Watchdogs who protect catacombs. 
The Watchdogs, battered and broken over their lengthy 
tenure, rule the catacombs and are even said to 
command the imps. Unique Skill: Sorcery of the Crozier 
Channel magic into the glintstone to activate an ancient 
sorcery, producing floating magic projectiles that chase 
enemies automatically. 

Sorcery of the Crozier (3 SP): As an action, you 
channel magic into the glintstone within this staff, 
creating a number of magical darts equal to your Affinity 
modifier. Each dart hits a creature of your choice that 
you can see within 120 feet of you. A dart deals 1d4+1 
force damage to its target. The darts all strike 
simultaneously and you can direct them to hit one 
creature or several. 


WING OF ASTEL 


Weapon (shortsword), legendary. Affinity (Intelligence) 


Sword fashioned from a delicate wing, suffused with 
the magic of the stars. Strong attack unleashes a wave 
of enchanted light. Crafted from a relic of the 
Naturalborn of the Void who is said to have assailed the 
Eternal City. 

This weapon deals an additional 2d4 force damage on 
a hit. When you make an attack with this weapon, you 
may instead make a ranged spell attack roll at a 
creature within 30 feet. On a hit, the target takes 
damage as if it were hit in melee, except all of the 
damage is force. When you hit an aberration with this 
weapon, the aberration takes an additional 2d6 force 
damage. 

Nebula (5 SP): You open a gateway to the dark 
between the stars, a region infested with unknown 
horrors. A 20-foot-radius sphere of blackness and bitter 
cold appears, centered on a point within 150-feet. The 
effect persists for 1 minute or until you lose your 
concentration (as if you were concentrating on a spell). 
This void is filled with a cacophony of soft whispers and 
slurping noises that can be heard up to 30 feet away. No 
light, magical or otherwise, can illuminate the area, and 
creatures fully within the area are blinded. 

The void creates a warp in the fabric of space, and the 
area is difficult terrain. Any creature that starts its turn 
in the area takes 2d6 cold damage. Any creature that 
ends its turn in the area must succeed on a Dexterity 
saving throw or take 2d6 acid damage as milky, 
otherworldly tentacles rub against it. 


WINGED GREATHORN 


Weapon (greataxe), legendary. Affinity (Wisdom) 

A unique horn in which the power of ancestral spirit 
fiercly dwells, this large, wing-shaped specimen is 
wielded as weapon of spirit worship. In the ancestral 
spirit-woshipping faith, these are considered envoys’ 
wings, made to reap the lives of beings which 
experience no sprouting. 

Soul Stifler (SP): As an action, you raise this weapon 
into the air, invoking the ancestral spirits. The ancestor 
spirit’s cry echoes, forming a hazy miasma in a 20-foot 
radius around you. Each creature of your choice in the 
area must make a Wisdom saving throw. On a failure, 
the target’s AC is reduced by an amount equal to your 
Affinity bonus. On a successful save, the target’s AC is 
not reduced. You may concentrate on this effect as if it 
were a spell for up to 1 minute. While concentrating, the 
miasma moves with you. 

A creature makes the same save when it enters the 
miasma for the first time on its turn or stats its turn 
there. Creatures already affected by the miasma have 
disadvantage on this saving throw. 


WINGED SCYTHE 


Weapon (reaper), rare. Affinity (Wisdom) 

Sacred scythe resembling a pair of white wings. Deals 
holy damage. According to pagan belief, white-winged 
maidens are said to be Death’s gentle envoys. 

This sword inflicts an additional 1d6 radiant damage 
on a hit. 

Angel’s Wings (3 SP): As an action, you focus energy 
in this weapon’s blade. It glows white as you are pulled 
into the air. You fly up to 15 feet to an unocuppied space 
without provoking attacks of opportunity. When you 
land, you can make an attack at a creature within range. 
On a hit, the target takes an additional 1d8 radiant 
damage and it can’t regain hit points until the start of 
your next turn. 


ZAMOR CURVED SWORD 


Weapon (cleaver), very rare. Affinity (Intelligence) 

Weapon wielded by the knights of Zamor who earned 
great renown during the War against the Giants. In 
apparent devotion to winter, the curved blade is styled 
after an icy wind and imbued with a powerful frost 
effect. 

When you hit a creature with this weapon, it must 
succeed on a Constitution saving throw or be frostbitten 
until the end of their next turn. If the target is a dragon, 
it has disadvantage on the saving throw. 

Zamor Ice Storm (10 SP): You cast zamor ice storm. 


ARMOR 
ALBERICH’S ROBES 


Armor (Robes), uncommon 

Mad Tongue Alberich’s robes, a sign of a heretical 
practitioner. Set with red glintstones said to be formed 
by the blood of sacrifices. Strengthens thorn sorcery. 
Alberiches was an aloof yet disturbed heretical sorcerer 
said to have been driven mad by jeering tongues during 
his service to the Roundtable Hold long ago. 

While wearing these robes, you cast Blood sorceries 
as if they were one level higher than the spell slot you 
expended. 


AZUR’S GLINTSTONE CROWN 


Armor (Helmet), very rare 

Crown of Azur, primeval current sorcerer, set with a 
prominent blue-green glintstone. This crown replaced 
Azur’s brain and skull altogether, and now, removed 
from his body, it is all but dead. What power remains 
within raises the potency of Azur’s primeval current 
sorceries at the cost of additional FP consumption. 

While wearing this glinstone crown, you may cast 
Cosmic sorceries you have access to without preparing 
or knowing them (if you don’t prepare spells). You must 
still have acquired the spell through some means. When 
you cast a spell of 1st-level or higher, you must expend 
SP as if it were one level higher. 


BLACK KNIFE ARMOR 


Armor (Scale Mail), rare 

Scale armor used by the Black Knife Assassins, 
forged to make no sound. Traces of power yet remain in 
its concealing veil, which muffles the sound of footsteps. 
The assassins that carried out the deeds of the Night of 
the Black Knives were all women, and rumored to be 
Numen who had close ties with Marika herself. 

You gain a +1 bonus to AC while you wear this armor. 
You are considered proficient with this armor even if 
you lack proficiency with medium armor. Wearing this 
armor does not impose disadvantage on Stealth checks 
like normal scale mail. 


BRIAR HALF-PLATE 


Armor (Half Plate), rare 

Battered iron armor from a foreign land. Worn by 
Elemer of the Briar. The winding, rusted iron briars are 
the mark of the guilty, and typically indicate a sentence 
of death. They also cause this armor to deal damage 
when performing dodge rolls. Elemer murdered 
numerous instructors and merchants, and was known 
as the Bell Bearing Hunter. 

While you are wearing this spiked armor, you can use 
a bonus action to make one melee weapon attack with 
your armor spikes against a target within 5 feet of you. 
If the attack hits, the spikes deal 1d4 piercing damage. 


You use your Strength modifier for the attack and 
damage rolls. 

Additionally, when you use the Attack action to 
grapple a creature, the target takes 3 piercing damage if 
your grapple check succeeds. 


BULL-GOAT ARMOR 


Armor (Plate), legendary 

Great Horned Tragoth’s armor. Covers its wearer 
with a pair of giant horns, providing staunch poise. 
Tragoth is a famed knight of assistance. Countless 
Tarnished, facing adversity in the Lands Between, have 
survived thanks only to the Great Horned One’s aid. 

While wearing this armor, you gain a +2 bonus to AC. 
In addition, if an effect moves you against your will 
along the ground, you can use your reaction to reduce 
the distance you are moved by up to 10 feet. 


CARIAN KNIGHT ARMOR 


Armor (Half Plate), uncommon 
Armor of the enchanted knights that once served the 
Carian royal family. The enchanted knights, anointed by 
the Lunar Queen, were heroes of the highest honors, 
but fell into disarray with the decline of the royal family. 
If you can cast wizard, sorcerer, or warlock spells, you 
can wear this armor as if you were proficient in it. 


CHAMPION HIDES 


Armor (Robes), uncommon 

Pauldron reserved for the badlands’ bravest. Proof 
that the wearer has slaughtered countless foes. 
Following the example of their chieftain Hoarah Loux, 
the brave warriors of the badlands shun excess 
adornment. 

If you have the Unarmored Defense trait, you may 
choose to wear these hides as clothing instead of armor. 
If you do, you gain a +2 bonus to your unarmored AC. 


CLEANROT ARMOR 


Armor (Plate), uncommon 

Armor of the Cleanrot Knights, celebrated for their 
undefeated campaign in the Shattering. The Cleanrot 
Knights vowed to fight alongside Malenia, despite the 
inevitable, if gradual, putrefaction of their flesh. Their 
acceptance of their fate made these battles fiercest of 
all. 

While wearing this armor you have advantage on 
saving throws against the Rotting condition. 


CRUCIBLE KNIGHT ARMOR 


Armor (Plate), rare 

Armor of the Crucible Knights who served Godfrey, 
the first Elden Lord. 

When you cast an Aspect of the Crucible spell while 
wearing this armor, you may add your Strength modifier 
to one of the spell’s damage rolls. 


CuCcKOO KNIGHT ARMOR 


Armor (Breastplate), rare 

Armor worn by Raya Lucaria Academy knights. Its 
left breast is emblazoned with a peering cuckoo, 
whence came their name. Perhaps the bird’s shrewd 
gaze is an expression of their refusal to be mere 
servants of the academy. 

You have advantage on saving throws against spells 
while you wear this armor. 


ENVOY CROWN 


Armor (Head), uncommon 

The soft bundle worn on the head by Oracle Envoys. 
Densely wrapped in several layers of cloth. 

No one knows what the cloth hides, but some claim to 
have heard a faint whimpering from inside. It must have 
been their imagination. 

While wearing this wrapped crown, skills from Envoy 
hammer weapons that produce bubbles deal an 
additional 2d6 radiant damage. 


FIA’S ROBES 


Armor (Robes), rare 

Robe of black cloth that covers the entire body. Worn 
by Fia, the Deathbed Companion, on her journey after 
being exiled from her home. The fabric itself is soft as 
silk and thin enough that those embraced can feel every 
pulse; every bit of her warmth. 

When you take a long rest wearing these robes, you 
and up to 5 allies you can see gain temporary hit points 
equal to your level + Constitution modifier. 


FINGERPRINT ARMOR 


Armor (Half Plate), rare 

Iron armor singed and blistered by fingers. Worn by 
Vyke, knight of the Roundtable Hold. 

No other Tarnished was closer to the throne of the 
Elden Lord than Vyke. But without announcement, 
Vyke traveled far below the capital, and was scorched 
by the flame of frenzy. 

Did he make his choice for his maiden, or did some 
other force lure him with suggestion? 

While wearing this magical armor, you have 
resistance to fire damage and advantage on saving 
throws against the stunned condition. 


GENERAL RADAHN’S ARMOR 


Armor (Half Plate), uncommon 

Armor depicting the golden lion. Worn by General 
Radahn. 

The golden lion is said to symbolize Godfrey, the 
Elden Lord, and his beast regent, Serosh. From his 
youngest years, Radahn was naturally captivated by the 
Lord of the Battlefield. 

While wearing this armor, if an effect would move you 
against your will along the ground, you can use your 
reaction to reduce the distance you are moved by up to 
15 feet. 


GODSKIN APOSTLE LEATHERS 


Armor (Leather), rare 

Robe made by sewing together patches of smooth 
skin. Worn by the Godskin Apostles. 

The apostles, once said to serve Destined Death, are 
wielders of the god-slaying black flame. But after their 
defeat by Maliketh, the Black Blade, the source of their 
power was Sealed away. 

When you cast a spell or use a skill that makes a 
melee attack or creates an effect that has a reach of 5 
feet, that reach increases by 5 feet instead. 


GODSKIN NOBLE LEATHERS 


Armor (Leather), rare 

Robe made by sewing together patches of smooth 
skin. Subcutaneous fat makes it plump and soft. Worn 
by Godskin Nobles, known for their seven-face aprons. 

Nobles are the most ancient apostles who are said to 
have assimilated inhuman physiology. Not unlike the 
crucible, the Erdtree in its primordial form. 

When you cast a spell or use a skill that creates an 
effect in a circle centered on yourself while wearing this 
armor, the radius of that area increases by 5 feet. 


HAIMA GLINTSTONE CROWN 


Armor (Helmet), rare 

One of the glintstone crowns bestowed upon Raya 
Lucaria scholars whose pursuits were deemed worthy. 
Increases intelligence and strength to the detriment of 
FP. Scholars of the Haima Conspectus sought the 
power to quell conflict, and to this end studied the 
sorceries of cannon fire and the gavel. 

While wearing this glintstone crown, your Strength 
and Intelligence scores both increase by 1 up toa 
maximum of 20. Your maximum SP is reduced by an 
amount equal to your level. 


IMP HEAD 


Armor (Helmet), uncommon 

Head covering made from the largely unaltered head 
of an impish golem. 

These carved imp masks take several forms, 
confering different bestial aspects depending on their 
form. Each increases one of your ability scores by 1 (up 
to a maximum of 20): 


e Fanged - Strength 

¢ Long-Tongued - Dexterity 
e Wolf - Constitution 

e Cat - Intelligence 

e Corpse - Wisdom 

e Elder - Charisma 


JAR HELM 


Armor (Head), uncommon 

Jar that fits cleanly over the head when upturned. 
Made with pride by Iron Fist Alexander. 

In a uniquely jarlike gesture of friendship, it boosts 
the power of throwing pot items. 

While wearing this helm, if you throw a jar that 
inflicts damage, it deals additional damage equal to your 
proficiency bonus. 


KAROLOS GLINTSTONE CROWN 


Armor (Helmet), rare 

One of the glintstone crowns bestowed upon Raya 
Lucaria scholars whose pursuits were deemed worthy. 

Increases intelligence to the detriment of stamina. 

The Karolos Conspectus is the oldest of the 
academy’s lineages of study, begat by the sorcerer Azur. 
Scholars who follow in his footsteps pursue the 
mysteries of comets. 

While wearing this glintstone crown, your Intelligence 
score increases by 1 (maximum of 20) and your 
Constitution decreases by 1 (minimum of 1). 


LAZULI GLINTSTONE CROWN 


Armor (Helmet), rare 

One of the glintstone crowns bestowed upon Raya 
Lucaria scholars whose pursuits were deemed worthy. 

Scholars of the Lazuli Conspectus study Carian 
sorceries - a heterodox pursuit that views the moon as 
equal to the stars. 

While wearing this glintstone crown, your Intelligence 
and Dexterity scores increase by 1 up to a maximum of 
20. Also, your maximum hit points decrease by an 
amount equal to your level. 


LUSAT’S GLINTSTONE CROWN 


Armor (Helmet), very rare 

The giant blue glintstone crown worn by Lusat, 
primeval current sorcerer. 

This crown replaced Lusat’s brain and skull 
altogether, and now, removed from his body, it is all but 
dead. What power remains within raises the potency of 
Lusat’s primeval current sorceries. 

While wearing this glinstone crown, you may cast 
Cosmic sorceries you have access to without preparing 
or knowing them (if you don’t prepare spells). You must 
still have acquired the spell through some means. When 
you cast a spell of 1st-level or higher, you must expend 
SP as if it were one level higher. 


MALFORMED DRAGON ARMOR 


Armor (Chain Mail), very rare 

Malformed golden armor. Adorned with various 
dragon imagery and worn by the misshapen Tree 
Sentinels. 

After the great ancient dragon Gransax attacked, the 
sentinels had an epiphany. The only way to truly protect 
the Erdtree was to become dragons themselves. 

While wearing this armor, you gain a+1 bonus to AC, 
you have advantage on saving throws against the 
Frightful Presence and breath weapons of dragons, and 
you have resistance to fire and lightning damage. 

Additionally, you can focus your senses as an action 
to magically discern the distance direction to the closest 
dragon within 30 miles of you that is of the same type as 
the armor. This special action can’t be used again until 
the next dawn. 


MUSHROOM ARMOR 


Armor (Hide), uncommon 

Mushrooms found growing all over the body. These 
overgrown mushroom have colonized the head. 

To those enraptured by the scarlet rot, they are holy 
vestments that root one to the earth. 

While wearing this armor, you have advantage on 
attack rolls against creatures with the Poisoned or 
Rotting conditions. 


Nox MIRRORHELM 


Armor (Head), uncommon 

Helm fashioned from a crystal looking-glass. One 
among the Eternal City’s ritual implements. Worn by 
those committed to high treason, it wards off the 
intervention of the Greater Will and its vassal Fingers. 

While wearing this amulet, you are hidden from from 
magic that would detect or locate you. You can’t be 
targeted by such magic or perceived through magical 
scrying sensors. 


OLIVINUS GLINTSTONE CROWN 


Armor (Helmet), rare 

One of the glintstone crowns bestowed upon Raya 
Lucaria scholars whose pursuits were deemed worthy. 

Increases intelligence to the detriment of HP. 

The lineage of the Olivinus Conspectus began with 
the sorcerer Lusat, and its adherents continue his study 
of meteors. 

While wearing this glintstone crown, your Intelligence 
score increases by 1 (maximum of 20) and your 
maximum hit points decrease by an amount equal to 
your level. 


OMEN ARMOR 


Armor (Breastplate), uncommon 

Malformed armor resembling an Omen with its horns 
cut off. 

Worn by the Dung Eater. The heavy, sun-shaped 
medallion represents both the guidance he once saw, 
and the ring to which it will one day lead. 

While wearing this armor, you create an additional 
wraiths equal to your Charisma bonus when you use an 
omen bairn or regal omen bairn. 


OMENKILLER ARMOR 


Armor (Hide), rare 

Robe worn by the Omenkillers, butchers of twisted 
conscience. 

Its thick apron is worn in remembrance Rollo, the 
progenitor of the Omenkillers and a perfumer of 
antiquity. 

While wearing this armor, fiends within 30 feet of you 
that can see you must succeed on a DC 13 Wisdom 
saving throw or become frightened for 1 minute. A 
creature can repeat the saving throw at the end of each 
of its turns, ending the effect on itself on a success. If a 
creature’s saving throw is successful or the effect ends 
for it, the creature is immune to this effect for the next 
24 hours. 


QUEEN OF THE FULL MOON ROBES 


Armor (Robes), uncommon 

Robe indicating the highest order of sorcerer. Worn 
by Rennala, Queen of the Full Moon. 

When Rennala, head of both the Academy of Raya 
Lucaria and the Carian royal family, lost her husband 
Radagon, her heart went along with him. And then, 
those at the academy realized. That Rennala was no 
champion, after all. 

This black or dark blue robe is embroidered with 
small white and silver stars. You gain a +1 bonus to 
saving throws while you wear it. 

Six stars, located on the robe’s upper front portion, 
are particularly large. While wearing this robe, you can 
use an action to pull off one of the stars and use it to 


cast magic missile as a 3rd-level spell. Daily at dusk, 
1d6 removed stars reappear on the robe. 


RADIANT GOLD MASK 


Armor (Head), uncommon 

A mask designed to resemble a blazing golden halo. 
Created and left behind by Lord Goldmask, a staunch 
pursuer of Golden Order fundamentalism. 

Its striking design represents both the brilliant 
inspiration that once shone upon him, and the vision of 
a ring that he will surely find at the end of his pursuit. 

“To you who seek to shine as I do, wear it well!” 

While wearing this mask, Celestials have 
disadvantage on saving throws against Golden Order 
incantations you cast. 


RAPTOR’S ARMOR 


Armor (Studded Leather), uncommon 

Robe crafted with the black feathers of a bird of prey. 
Worn by the assassins of Ravenmount. 

A ritual implement for transforming into a Deathbird, 
if only by imitation. Strengthens jump attacks. 

“We are birds of prey, bringers of death.” 

While you wear this armor with its hood up, Wisdom 
(Perception) checks made to see you have disadvantage. 
and you have advantage on Dexterity (Stealth) checks 
made to hide, as the cloak’s color shifts to camouflage 
you. Pulling the hood up or down requires an action. 


ROYAL REMAINS SET (4 PIECES) 


Armor (Half Plate), rare 

Armory graces with gold human bones. Worn by the 
unspeaking adherent of Sir Gideon the All-Knowing. 

Slowly replenishes HP when HP is reduced. 

It is said that the bones belong to an ancient lord - the 
soulless king. The lord of the lost and desperate, who 
was known as Ensha. 

While wearing this armor, if you go for a minute 
without taking damage and your hit points are below 
20% of your maximum HP, your hit points increase to 
that amount. 


SCARAB HELM 


Armor (Head), rare 

Scarab worn directly on the head. These scarabs roll 
clumps of magical essence during their labors. As a 
scarab approaches death, it abandons its rolled treasure 
and stretches its wings wide for long journey to its home 
nest. 

Each scarab collects different kinds of magical 
detritus, confering special properties on the wearer. 


e Ash-of-War: Your weapon skills cost 1 less SP to 
activate. 

e Cerulean Tear: You regain an additional 3 SP when 
you drink from a flask of cerulean tears. 

e Crimson Tear: You regain an additional 5 hit points 
when you drink from a flask of crimson tears. 

e Glintstone: Sorceries cost 1 less SP for you to cast. 

e Incantation: Incantations cost 1 less SP for you to 
cast. 


SILVER TEAR MASK 


Armor (Head), rare 

Mask fashioned from the corpse of a formless Silver 
Tear, supported by its hardened, shed husk. 

To imitate the imitator is a cunning play indeed. 

While wearing this helm, your Charisma score 
increases by 1 and you take a -1 penalty to weapon 
attack rolls. 


SNow WITCH SET (3 PIECES) 


Armor (Helmet), rare 

Witch’s robe in the color of snow. 

Once worn by the snowy crone who the young Ranni 
encountered deep in the woods. She was a witch, and 
well versed in cold sorceries. It is said that the doll that 
houses Ranni’s soul was modeled after her. 

That old witch was Ranni’s secret mentor. 

While wearing these robes, creatures have 
disadvantage on saving throws against being frostbitten 
by sorceries you cast. 


SPELLBLADE SET (4 PIECES) 


Armor (Chain Shirt), uncommon 

Glintstone sorcerer Rogier’s traveling attire, raced 
with an intricate, aristocratic decoration. Strengthens 
glintstone sorcery skills. Rogier spent his entire life 
behaving with utter detachment. No one noticed the 
anger, grief, regret, or fear that existed along with it. 

While wearing this armor, when you use a weapon 
skill that deals force damage, you may roll an additional 
damage die and add it to the one of the damage rolls. 


TWINNED SET (4 PIECES) 


Armor (Plate), rare 

Armor depicting entwined twins of gold and silver. 

The two known as D are inseparable twins. They are 
of two bodies and two minds, but one single soul. Not 
once do they stand together; not one word do they speak 
to one another. 

Perhaps this armor longs to find its way to the other 
Dz 

While you wear this armor, you have advantage on 
Wisdom (Perception) checks and on saving throws 
against being blinded, charmed, deafened, frightened, 
stunned, and knocked unconscious. 


TWINSAGE GLINTSTONE CROWN 


Armor (Helmet), rare 

One of the glintstone crowns bestowed upon Raya 
Lucaria scholars whose pursuits were deemed worthy. 

Greatly increases intelligence to the detriment of HP 
and stamina. 

Scholars of the Twinsage Conspectus were the elites 
of the academy, permitted to study and excel in 
sorceries of all kinds. 

While wearing this glintstone crown, your Intelligence 
score increases by 2 (maximum of 20) and your 
Constitution decreases by 2 (minimum of 1). 


WAR SuRGEON SET (4 PIECES) 


Armor (Leather), uncommon 

Bloodstained white gown of the war surgeons who 
were effectively mercy killers. 

Of the surgeons that were abducted by the Lord of 
Blood none were able to tame the accursed blood. None 
but Varré, that is; though he was an exception. 

When a creature within 5 feet of you fails a saving 
throw against Bleed while you wear this armor, you may 
use your reaction to increase the damage dealt by 1 of 
the target’s hit die. 


WITCH’S GLINTSTONE CROWN 


Armor (Helmet), rare 

One of the glintstone crowns bestowed upon Raya 
Lucaria scholars whose pursuits were deemed worthy. 

Increases intelligence and arcane to the detriment of 
stamina. 

This gentle-looking crown was granted to a scholar 
who excelled in her studies, which also merited the title 
of “witch.” 

While wearing this glintstone crown, your Intelligence 
score increases by 1 (maximum of 20) and your 
Constitution decreases by 1 (minimum of 1). 


RADIANT GOLD MASK 


Armor (Head), uncommon 

While wearing this mask, Celestials have 
disadvantage on saving throws against Golden Order 
incantations you cast. 


SILVER TEAR MASK 


Armor (Head), rare 

While wearing this helm, your Charisma score 
increases by 1 and you take a -1 penalty to weapon 
attack rolls. 


Nox MIRRORHELM 


Armor (Head), uncommon 

While wearing this amulet, you are hidden from from 
magic that would detect or locate you. You can’t be 
targeted by such magic or perceived through magical 
scrying sensors. 


SPIRIT ASHES 


Author’s Note Many of the spirit ashes below represent 
creatures that haven’t been created yet. Thus, their 
costs (rleated to their CR) is a placeholder for now. 


ALBINAURIC ASHES 


Spirit Ash, (X SP) 

A strapping duo of cartwheeling spirits who wield 
ripple swords and spew freezing breath. Both are 
second-generation Albinaurics, with dumpy heads that 
resemble those of frogs. 

Summons two second generation albinauric spirits 


ANCESTRAL FOLLOWER ASHES 


Spirit Ash, (2 SP) 

A spirit of the horned folk who eschew letters and 
metalworking. Brawny, and versed in distinctive 
spiritual arts, this particular tribesman wields a heavy 
bow. 

Summons an ancestral follower spirit 


ANCIENT DRAGON KNIGHT 
KRISTOFF ASHES 


Spirit Ash, (X SP) 

Use to summon the spirit of Kristoff, the Ancient 
Dragon Knight. Spirit of Kristoff, an honorable knight of 
Leyndell who was also a devout worshipper of the 
ancient dragons. His skills strike down foes with 
thunderbolts, the dragons’ weapon of choice. After the 
First Defense of Leyndell, Kristoff earned the hero’s 
honor of Erdtree Burial for the feat of capturing 
Godefroy the Grafted. 

Summons an ancient dragon knight spirit 


ARCHER ASHES 


Spirit Ash, (X SP) 

Spirits of archers who belonged to the Fallen Hawks, 
a band of soldiers that once explored the Eternal City. 
Their arrows are imbued with cold ghostflame. Though 
their methods are somewhat crude, they work well as a 
squadron, firing a hail of arrows in unison at the sound 
of a war cry. 

Summons three fallen hawk archer spirits 


AVIONETTE SOLDIER ASHES 


Spirit Ash, (X SP) 

Spirits of archers who belonged to the Fallen Hawks, 
a band of soldiers that once explored the Eternal City. 
Their arrows are imbued with cold ghostflame. Though 
their methods are somewhat crude, they work well as a 
squadron, firing a hail of arrows in unison at the sound 
of a war cry. 

Summon two avionette soldier spirits 


AZULA BEASTMAN ASHES 


Spirit Ash, (8 SP) 

Spirits of beastmen from doomed Farum Azula, the 
slowly crumbling ruins in the skies. These ruins are said 
to be the remains of a giant mausoleum enshrining an 
ancient dragon, guarded by chosen beastmen who wield 
weapons Clad in lightning. 

Summons two beastman of farum azula spirits 


BANISHED KNIGHT ENGVALL ASHES 


Spirit Ash, (4 SP) 

One of the two knights dubbed the Wings of the 
Storm. Despite his banishment, he rejected the 
invitation of the Grace-Given Lord, instead keeping 
watch over a masterless castle for many years, gaining 
renown as a hero of the fringes. 

Summons a banished knight spirit 


BANISHED KNIGHT OLEG 


Spirit Ash, (4 SP) 

One of the two knights known as the Wings of the 
Storm. After his banishment, he attracted the notice of 
the Grace-Given Lord and later, having slain a hundred 
traitors as the Lord’s hand, Oleg earned the hero’s 
honor of Erdtree Burial. 

Summons a banished knight spirit 


BATTLEMAGE HUGUES ASHES 


Spirit Ash, (X SP) 

Hugues came from Sellia to study the Haima 
Conspectus at the academy, where he became a 
battlemage. Haima scholars seek to quell conflict with 
cannon fire and the gavel, but Hugues developed a 
longing for it. 

Summons a battlemage spirit 


BLACK KNIFE TICHE 


Spirit Ash, (X SP) 

Tiche was one of the assassins who on the night of 
the plot, imbued her black knife with the Rune of Death 
and slew Godwyn the Golden. 

She was the daughter of the Black Knife Ringleader, 
Alecto, and was killed protecting her mother during 
their flight from the royal capital. 

Summons spirit of Black Knife Tiche 


BLACKFLAME MONK AMON ASHES 


Spirit Ash, (X SP) 

Amon swore fealty to the god-slaying black flame, and 
so became the first fire monk to turn traitor. Or perhaps 
it is better said that he fled from the Giants’ Flame—out 
of cowardice. 

Summons a blackflame monk spirit 


BLOODHOUND KNIGHT FLOH 


Spirit Ash, (6 SP) 

Spirit of a Bloodhound Knight they called the Rabid 
Stray. Will attack without pause immediately after being 
summoned. Floh vowed that there was only one lord he 
would ever serve: a true king. And so, the Rabid Stray 
never found a master. 

Summons a bloodhound knight spirit 


CLAYMAN ASHES 


Spirit Ash, (4 SP) 

Bowed with age, these spirits are sluggish but hard to 
stagger. The warped remains of priests who searched 
for revelation in service of the ancient dynasty, they 
employ two sorceries that produce smaller and larger 
bubbles. 

Summons two clayman harpooner spirits 


CLEANROT KNIGHT FINLAY ASHES 


Spirit Ash, (X SP) 

Finlay was one of the few survivors of the Battle of 
Aeonia, who in an unimaginable act of heroism carried 
the slumbering demigod Malenia all the way back to the 
Haligtree. She managed the feat alone, fending off all 
manner of foes along the way. 

Summons a cleanrot knight spirit 


CRYSTALIAN ASHES 


Spirit Ash, (X SP) 

Spirit that wields round crystalline blades, both big 
and small. Its sturdy body, itself hewn from crystal long 
ago, is hard enough to blunt its opponent’s blades, but 
blows from bludgeoning weapons can shatter it easily. 

Summons a crystalian spirit 


DEMI-HUMAN ASHES 


Spirit Ash, (5 SP) 

Spirits of demi-humans that are small in stature, but 
have a Violent, brutish disposition. Though they seem 
somewhat intelligent, when night falls, their blood boils 
and they become feral. 

Summons five demi-human spirits 


DEPRAVED PERFUMER CARMAAN 
ASHES 


Spirit Ash, (X SP) 

Depraved perfumers practice their art for themselves 
alone. Carmaan was a notably formidable perfumer 
whose strength rivaled that of heroes, and it is said that 
he was in search of a secret physick of revivification. 

Summons a depraved perfumer spirit 


DOLORES THE SLEEPING ARROW 
PUPPET 


Spirit Ash, (X SP) 

Spirit of a handsome archer who dressed in the style 
of a man. Called the Silent Hunter by some, she fires St. 
Trina’s arrows from her shortbow. Dolores once 
belonged to the Roundtable Hold, where she was both a 
critic and a friend of Gideon the All-Knowing. It was 
because of her that he and Seluvis went their separate 
ways. 

Summons spirit of Dolores the Sleeping Arrow 


DUNG EATER PUPPET 


Spirit Ash, (X SP) 

One of Seluvis’s puppets. Spirit of a man who 
murdered thousands and defiled their corpses with the 
Seedbed Curse. Wields a spine greatsword and hurls 
curses. The Dung Eater despaired at how he met his 
end. How hideous and sinister this puppet is, and yet, its 
utter despair invites one to care for it. 

Summons spirit of the Dung Eater 


FANGED IMP ASHES 


Spirit Ash, (2 SP) 

These spirits are well suited to causing a disturbance, 
moving nimbly like pests and hurling magic pots. The 
two imps seem fond of each other’s company. 

Summons two stone imp spirits 


FINGER MAIDEN THEROLINA PUPPET 


Spirit Ash, (X SP) 

Spirit of Finger Maiden who never met the Tarnished 
she was meant to guide. Uses healing incantations and 
Holy Water Pots, but she is not a fighter by nature and 
is ill-suited to battle. 

A Maiden without a Tarnished. A Tarnished without a 
Maiden. And yet no guide to bring them together. 

Summons spirit of Finger Maiden Therolina 


FIRE MONK ASHES 


Spirit Ash, (X SP) 

Spirit of a stout monk who monitored the Giants’ 
Flame. Versed in fire incantations, and himself steeled 
against fire. Though he was charged with keeping watch 
over the Flame, after many years of solemn duty, he has 
succumbed to its allure. 

Summons a fire monk spirit 


GIANT RAT ASHES 


Spirit Ash, (3 SP) 

Spirits that do not require FP to summon. The rat 
spirits appear at a distance from the summoner, 
swarming upon their victim to start the fight. Even as 
spirits, these vermin seem to multiply endlessly. 
Enhancing these ashes can increase their numbers. 

Summons three giant rat spirits 


GLINTSTONE SORCERER ASHES 


Spirit Ash, (X SP) 

Spirit of a Raya Lucaria sorcerer wearing a stone 
crown. A scholar of the Olivinus Conspectus, who has 
mastered the use of the Glintstone Stars sorcery. 

Summons glintstone sorcerer spirit 


GODRICK SOLDIER ASHES 


Spirit Ash, (2 SP) 

A duo of spirits, consisting of a wielder of devastating 
charged hammer attacks in the vanguard and a 
crossbowman bringing up the rear. The soldiers who 
serve Godrick the Grafted are what remains of the army 
that fled the royal capital of the Erdtree. 

Summons two Godrick soldier spirits 


GREATSHIELD SOLDIER ASHES 


Spirit Ash, (X SP) 

Spirits of Sreatshield soldiers who belonged to the 
Fallen Hawks, a band of soldiers that once explored the 
Eternal City. Stout defenders with a steady guard. 
Though their methods are somewhat crude, they work 
well as a squadron, and will attract the attention of 
enemies or lob ghostflame from the rearguard. 

Summons five greatshield soldier spirits 


HALIGTREE SOLDIER ASHES 


Spirit Ash, (X SP) 

Spirits of common soldiers who carry the sacred 
light. When weakened, they explode to deliver a last- 
ditch attack. This was the bitter revelation discovered by 
the desperate soldiers who awaited the return of their 
lord to the rotted Haligtree. May the flash of our deaths 
guide Miquella’s return. 

Summons four Haligtree soldier spirits 


JARWIGHT PUPPET 


Spirit Ash, (X SP) 

One of Seluvis’ puppets. Spirit of a man who wished 
to become the innards of a living jar. A jar-hurling 
specialist who throws all manner of pots and jars. 

The warrior jar once told the nameless man this: 

“You are not yet ready to join the warriors inside. No, 
you must apply yourself! Better yourself, and one day I 
will return for you.” 

Summons Spirit of Jarwight 


KAIDEN SELLSWORD ASHES 


Spirit Ash, (2 SP) 

Spirit of a mercenary belonging to a horse-riding folk. 
Skillfully uses a massive blade made for dismounting 
other riders, and enhances his already considerable 
strength with war cries. The sellswords of Kaiden made 
their prowess known on countless battlefields. 

Summons kaiden sellsword spirit. 


KINDRED OF ROT ASHES 


Spirit Ash, (X SP) 

This spirit takes the form of a crawling pest, its 
chitinous body making a dry rustling sound. Attacks 
enemies by secreting sticky threads. The Kindred of Rot 
are the servants of the Goddess of Rot—servants that 
have been forsaken. 

Summons a kindred of rot spirit 


LAND SQUIRT ASHES 


Spirit Ash, (3 SP) 

These spirits appear some distance from the 
summoner. The firm, fleshy tubes of the creatures 
remain rooted to the spot, spraying poisonous liquid 
over their surroundings 

Summons three land squirt spirits 


LATENNA THE ALBINAURIC 


Spirit Ash, (X SP) 

A rare case of one who chose to become a spirit 
voluntarily. 

Latenna was renowned as a deft magic archer. But 
having lost her beloved wolf companion, Lobo, she 
cannot move from the place where she was summoned. 

Summons the spirit of Latenna the Albinauric 


LEYNDELL SOLDIER ASHES 


Spirit Ash, (X SP) 

Spirits of soldiers each equipped with a spear and 
greatshield. The soldiers of Leyndell fight their battles 
defensively. During the Shattering, they were the 
ramparts that fortified the royal capital. 

Summons two Leyndell soldier spirits 


LHUTEL THE HEADLESS 


Spirit Ash, (2 SP) 

Spirit of a headless knight who leads the mausoleum 
soldiers. Wields a lance enrobed in Death and hurls 
spectral lances at foes. 

Lhutel sacrificed her life so that in Death she could 
continue to protect a soulless demigod until their 
revival, earning her the hero’s honor of Erdtree Burial. 

Summons spirit of a mausoleum knight 


LONE WOLF ASHES 


Spirit Ash, (3 SP) 

Spirits of wolves chased from their pack. They later 
encountered a nameless Tarnished, who welcomed 
them as hunting companions. The wolf spirits 
overwhelm enemies with their agility, aiding the 
summoner in combat. 

Summons three wolf spirits. 


MAD PUMPKIN HEAD ASHES 


Spirit Ash, (4 SP) 

Ashen remains in which spirits yet dwell. Use to 
summon the spirit of a mad pumpkin head. Spirit of a 
mad soldier with a large, brawny physique. Though he 
has stifled his panic within the dark confines of his 
helmet, he rampages as if driven mad when agitated by 
bloodshed or the humming of insects. This mad soldier 
is all that is left of a broken gladiator. 

Summon the spirit of a mad pumpkin head 


MAN-SERPENT ASHES 


Spirit Ash, (X SP) 

Spirit of a deformed man-serpent that wields a whip 
of magma. It is said that long ago, the elder serpent that 
dwelled on Mt. Gelmir devoured a demigod, and the 
birth of the man-serpents followed. 

Summons a man-serpent spirit 


MARIONETTE SOLDIER ASHES 


Spirit Ash, (2 SP) 

Spirits of marionette soldiers created to serve a 
sorcerer. These marionettes are archers, each equipped 
with a pair of bows. On the verge of falling apart, they 
are ill—disciplined and attack without warning. 

Summons two marionette soldier spirits 


MAUSOLEUM SOLDIER ASHES 


Spirit Ash, (5 SP) 

Spirits of five headless soldiers who confound foes by 
disappearing and reappearing at will. The mausoleum is 
where the bodies of soulless demigods are Iain to rest, 
and these soldiers followed their masters into Death by 
severing their own heads from their bodies. 

Summons five mausoleum soldier spirits 


MIMIC TEAR ASHES 


Spirit Ash, (Special SP) 

This spirit takes the form of the summoner to fight 
alongside them, but its mimicry does not extend to 
imitating the summoner’s will. 

Mimic tears are the result of an attempt by the 
Eternal City to forge a lord. 

Summons a spirit copy of the summoner. It appears 
to be the same as the summoner, but it has half the 
creature’s hit point maximum. Otherwise, the illusion 
uses all the statistics of the creature it duplicates. 


MIRANDA SPROUT ASHES 


Spirit Ash, (5 SP) 

Spirits of sweet little miranda flowers, carnivorous 
blossoms that feed upon human flesh. They creep 
slowly, scattering toxic pollen. Vulnerable to fire—do 
take care of the little darlings 

Summons five miranda sprout spirits 


NEPHELI LOUX PUPPET 


Spirit Ash, (X SP) 

Puppet of a warrior who was betrayed by her pure 
heart. Wields a Stormhawk Axe in both hands and uses 
the Thunderstorm skill. A diamond in the rough, 
deserving of special care lest its potential be 
squandered. Nepheli Loux truly was a warrior. 

Summons spirit of Nepheli Loux 


NIGHTMAIDEN & SWORDTRESS 
PUPPETS 


Spirit Ash, (X SP) 

An old puppet crafted in the Eternal City. These 
sisters, members of a cold-blooded race who wield 
flowing weapons, became puppets of their own volition. 

Summons the spirits of a nightmaiden and a 
swordstress 


NOBLE SORCERER ASHES 


Spirit Ash, (1 SP) 

Spirit of a nobleman who once asked to be given a 
place at Raya Lucaria to learn glintstone sorceries. His 
talents were insufficient to be worthy of donning the 
stone crown, however, and he is only capable ofusing 
the most rudimentary sorcery. 

Summons a noble sorcerer spirit. 


NOMAD ASHES 


Spirit Ash, (1 SP) 

A member of a tribe that was entombed in the earth 
so as to bury the maddening disease that followed them. 
Able to emit the terrible flame of frenzy from his eyes, 
but has low HP and is frail, unable to take much in the 
way of punishment. 

Summons a nomad spirit 


OMENKILLER ROLLO 


Spirit Ash, (X SP) 

Spirit of Rollo, known as the first Omenkiller. Once a 
famous perfumer, Rollo imbibed a physick to rid himself 
of emotion, thus enabling him to enact his nightmarish 
labor, hunting the Omen. 

Summons spirit of an omenkiller 


ORACLE ENvoy ASHES 


Spirit Ash, (X SP) 

Spirits of a monstrous band of musicians who employ 
sacred arts. It is said that when Oracle Envoys appear, 
playing their pipes, they do so to herald the arrival of a 
new god, or age. 

Summons four oracle envoy spirits 


PAGE ASHES 


Spirit Ash, (X SP) 

Spirit of a page who traveled at the side of the noble 
he served. Uses a piercing sword and crossbow to 
defend his master. One becomes a page merely by 
accident of being born into obscurity; nothing is asked of 
ability, talent, or volition. 

Summons a page spirit 


PERFUMER I RICIA 


Spirit Ash, (X SP) 

Tricia was once known as a healer who dedicated her 
efforts to treating Misbegotten, Omen, and all those 
seen as impure. When her efforts failed, she was their 
companion as they died, watching over them to ensure 
that they could pass peacefully, free of pain. 

A tale akin to the origins of the deathbed companions. 

Summons a perfumer spirit 


PUTRID CORPSE ASHES 


Spirit Ash, (X SP) 

These spirits appear some distance from the 
summoner. Though their movements are dull and 
confused, their low moans make them effective at 
drawing the attention of enemies. True death does not 
come easily for them. 

Summons four putrid corpse spirits 


RADAHN SOLDIER ASHES 


Spirit Ash, (X SP) 

Both spirits wield fiery weapons to perform powerful 
skills. Such is their valor that they will immediately 
attack after being summoned. 

General Radahn’s soldiers were all reputed to be 
masterful warriors, and it was popularly said that the 
Redmanes knew no weakness. 

Summons two Radahn soldier spirits 


RAYA LUCARIA SOLDIER ASHES 


Spirit Ash, (X SP) 

A trio of spirits, consisting of two disposable foot 
soldiers and their superior. The soldiers of Raya 
Lucaria were also known as the Cuckoos. They were 
given free rein by the academy to wage war as they 
pleased, and they were infamous for their rapacious 
ways. 

Summons three Raya Lucaria soldier spirits 


REDMANE KNIGHT OGHA 


Spirit Ash, (X SP) 

Spirit of a mighty knight versed in the use of a 
sreatbow. A valiant warrior who will attack immediately 
after being summoned. The Iongest-serving member of 
the Redmane Knights, Ogha studied techniques to 
manipulate gravity alongside Radahn. May use a rain of 
gravitational arrows in response to a war cry, but only 
once. 

Summons a redmane knight spirit 


ROTTEN STRAY ASHES 


Spirit Ash, (X SP) 

Spirit of a stray dog corrupted by the scarlet rot. 
Through it is only a small creature, it is as violent as it is 
nimble, and its fangs fester with poisonous rot 

Summon a rotten stray spirit 


SKELETAL BANDIT ASHES 


Spirit Ash, (1 SP) 

These are the spirits of bandits who live in Death, and 
will continue to rise again until properly finished off. 
After the night of the plot, Deathroot appeared in the 
Lands Between, and Those Who Live in Death soon 
followed. 

Summons a skeletal bandit spirit 


SKELETAL MILITIAMAN ASHES 


Spirit Ash, (2 SP) 

These are the spirits of militiamen who live in Death, 
and will continue to rise again until properly finished 
off. This is the grotesque fate of those who come into 
contact with Deathroot. 

Summons two skeletal militiaman spirits 


SOLDJARS OF FORTUNE ASHES 


Spirit Ash, (3 SP) 

These reckless spirits sacrifice themselves to 
vanquish their summoner’s foes, and explode upon 
death. Though their bravery is admirable, their 
explosions can harm friend as well as foe, and they will 
also immediately explode on contact with fire. “Tell the 
others—tell them how brightly a fire jar burns.” 

Summons three living jar spirits 


SPIRIT JELLYFISH ASHES 


Spirit Ash, (1 SP) 

A floating spirit that illuminates its surroundings. 
Prone to tears, the jellyfish girl searches for her distant 
home. Will bravely spew poison at foes on her 
summoner’s behalf. 

It seems her name is Aurelia. 

Summons spirit jellyfish spirit. 


STORMHAWK DEENH 


Spirit Ash, (X SP) 

Spirit of a fierce hawk that faithfully rendered lifelong 
service to the old king of Stormveil long ago, when the 
true storm raged. Its cries embolden its fellows in battle, 
and the tempestuous winds that encircle it shred 
through foes. 

Summons spirit of Stormhawk Deenh 


TWINSAGE SORCERER ASHES 


Spirit Ash, (X SP) 

Spirit of a Raya Lucaria sorcerer wearing a stone 
crown. Those who study the Twinsage Conspectus are 
the academy’s elite, capable of mastering the Glintstone 
Cometshard and Crystal Burst sorceries. 

Summons a *“twinsage sorcerer **spirit 


VULGAR MILITIA ASHES 


Spirit Ash, (X SP) 

Spirits of the vulgar militia who wield long-hafted, 
serrated hatchets. These brutal weapons are 
particularly effective at causing blood loss to opponents. 
In the Lands Between, the small were scorned, and so 
they formed their vulgar militia as a means to make a 
living, albeit in ignominy. 

Summons three vulgar militia spirits 


WANDERING NOBLE ASHES 


Spirit Ash, (5 SP) 

The spirits of nobles who, after death, now wander 
the Lands Between. Surely they were in search of 
something once - but whatever it was has long been 
forgotten. 

Summons five wandering noble spirits. 


WARHAWK ASHES 


Spirit Ash, (1 SP) 

Spirit of a Stormveil warhawk, the talons of which 
have been sliced off so that razor-fine swords could be 
grafted in their place. With its lord vanquished, and its 
wings wounded, the hawk perished as it solemnly gazed 
at its former home. The storm is a warhawk’s cradle. 

Summons a warhawk spirit 


WINGED MISBEGOTTEN ASHES 


Spirit Ash, (1 SP) 

A spirit with the aspect of wings which takes flight to 
loose arrows from its bow. The misbegotten are held to 
be a punishment for making contact with the Crucible, 
and from birth they are treated as slaves, or worse. 

Summons a winged misbegotten spirit 


TALISMANS 
ANCESTRAL SPIRIT’S HORN 


Wondrous Item (talisman), legendary 

Item cut from the horns of the Regal Ancestor Spirit. 
Restore FP upon defecting enemies. A number of new 
growths bud from the antler-like horns of the fallen king, 
each glowing with light. Thus does new life grow from 
death, and from death, one obtains power. 

While wearing this talisman, when a creature within 
20 feet of you dies, you regain SP equal to your 
proficiency bonus. 


ARROW’S REACH TALISMAN 


Wondrous Item (talisman), uncommon 

A talisman depicting three arrows. Carried by hunters 
of beasts. Increases the effective range of bows. 

While wearing this talisman, attacking at long range 
doesn’t impose disadvantage on your ranged weapon 
attack rolls. 


ARROW’S STING TALISMAN 


Wondrous Item (talisman), uncommon 

A talisman depicting three iron arrows. Carried by 
soldiers long ago. Raises attack power of arrows and 
bolts. 

While attuned to this talisman, you have proficiency 
with the longbow and shortbow, and you gain a +2 
bonus to damage rolls on ranged attacks made with 
such weapons. 


ARSENAL CHARM 


Wondrous Item (talisman), uncommon 

An iron charm that resembles a mass of weapons. 
Boosts maximum equipment load. This talisman was 
derived from an unusual greatsword, once wielded by a 
hero hungry for vengeance. 

While wearing this talisman, you count as one size 
larger when determining your carrying capacity and the 
weight you can push, drag, or lift. 


ASSASSIN’S CERULEAN DAGGER 


Wondrous Item (talisman), rare 

An assassin’s dagger, misshapen and stained in 
cerulean. Critical hits restore FP. This charm is 
modelled after the darkly gleaming blades used in the 
Night of Black Knives. Those which gave the demigods 
their first taste of death. 

While wearing this talisman, when you attack a 
creature and roll a 20 on the attack roll you regain SP 
equal to twice your Proficieny Bonus. 


ASSASSIN’S CRIMSON DAGGER 


Wondrous Item (talisman), rare 

An assassin’s dagger, misshapen and stained in 
crimson. Critical hits restore HP. This charm is 
modelled after the darkly gleaming blades used in the 
night of Black Knives. Those which gave the demigods 
their first taste of death. 

While wearing this talisman, when you attack a 
creature and roll a 20 on the attack roll, you regain hit 
points equal to twice your Proficieny Bonus. 


AXE TALISMAN 


Wondrous Item (talisman), rare 

A talisman depicting an axe and a warrior. 
Enhances charge attacks. 
2K 
The Lord who led the Long March bore an axe, and his 
loyal warriors honored him by wielding axes of their 
own, making them very effective at dealing decisive 
blows. 

Before you make a melee attack with a heavy weapon 
that you are proficient with, you can choose to take a-5 
penalty to the attack roll if you are wearing this 
talisman. If the attack hits, you add +10 to the attack’s 
damage. 


BLESSED DEW TALISMAN 


Wondrous Item (talisman), very rare 

Talisman depicting a drop of theErdtree’s sap, a 
blessed boon. Gradually resores HP. It was once 
thought that the blessed sap of the Erdtree would drip 
from its boughs forever-but that age of plenty swiftly 
came to a 
close, and with time, the Erdtree became more an 
object of faith. 

While wearing this talisman, you regain 1d6 hit points 
every 10 minutes, provided that you have at least 1 hit 
point. If you lose a body part, the talisman causes the 
missing part to regrow and return to full functionality 
after 1d6 + 1 days if you have at least 1 hit point the 
whole time. 


BLUE DANCER CHARM 


Wondrous Item (talisman), uncommon 

A cloth doll depicting a dancer garbed in blue. An 
ancient heirloom of some sort. Raises attack power with 
lower equipment load. The dancer in blue represents a 
fairy, who in legend bestowed a flowing sword upon a 
blind swordsman. Blade in hand, the swordsman sealed 
away an ancient god - a god that was Rot itself. 

While wearing this talisman, you gain a +2 bonus to 
AC if you are wearing no armor and using no shield 


BLUE-FEATHERED BRANCHSWORD 


Wondrous Item (talisman), uncommon 

A talisman adorned with blue feathers, once used in 
ancient death rituals. Raises defense when HP is low. 
The heart sings when one draws close to death, and 
thus does one cling so tenaciously to life - to render up a 
death worth offering. 

While your hit points are less than half your 
maximum hit points, your AC increases by 2. 


BOLTDRAKE TALISMAN 


Wondrous Item (talisman), rare 

Talisman depicting a yellow ancient dragon. Boosts 
lightning damage negation. The ancient dragons, who 
ruled in the prehistoric era before the Erdtree, would 
protect their lord as a wall of living rock. And so it is 
that the shape of the dragon has become symbolic of all 
manner of protections. 

You have resistance to lightning damage while 
wearing this talisman. 


BULL-GOAT’S TALISMAN 


Wondrous Item (talisman), uncommon 

A talisman depicting the horns of a bull-goat. Raises 
poise. Bull-goats are associated with the stout and 
mighty Tragoth, said to be unflinching in combat - now a 
silent comrade to those who fight. 

While wearing this talisman, you advantage on 
Strength and Dexterity saving throws made against 
being pushed or knocked prone. 


CARIAN FILIGREED CREST 


Wondrous Item (talisman), rare 

A talisman adorned with the royal crest. Lowers FP 
consumed by skills. An honor said to have once been 
awarded to Carian knights who served as direct 
retainers to the kingdom’s princesses. Now there is only 
one princess:Ranni, daughter ofRennala. 

While you wear this talisman, the SP cost of weapon 
skills you use is reduced by 2 (to a minimum of 1) 


CERULEAN AMBER MEDALLION 


Wondrous Item (talisman), uncommon 

A medallion with cerulean amber inlaid. Boosts 
maximum FP. TheErdtree’sold sap becomes amber, 
treasured as the most precious of jewels in the age of 
Godfrey, the first Elden Lord. A primordial life energy 
resides inside. 

While wearing this talisman, your maximum SP 
increase by an amount equal to your level. 


CERULEAN SEED TALISMAN 


Wondrous Item (talisman), rare 

A cerulean-colored talisman patterned after an 
Erdtree seed. Boosts FP restoration from the Flask of 
Cerulean Tears. The Erdtree was once perfect and 
eternal, and thus was it believed that Erdtree seeds 
could not exist. 

When you regain hit points by drinking from a flask of 
cerulean tears, you regain additional SP equal to your 
character level. 


CLARIFYING HORN CHARM 


Wondrous Item (talisman), uncommon 

An accoutrement worn by the ancestral followers. 
Raises focus. (Focus governs resistance to sleep and 
madness. )Said to be a budding horn. The ancestral 
followers believed that the horns of a long-lived beast 
continue to bud like antlers, over and over again, until 
the beast one day becomes an ancestral spirit. 

While wearing this talisman, you have advantage on 
saving throws against being rendered unconcious or 
stunned. 


CLAW TALISMAN 


Wondrous Item (talisman), uncommon 

A talisman depicting a claw and an assassin. 
Enhances jump attacks. The assassins of Ravenmount 
are killers by trade. They assail their victims while 
dressed as birds of prey. 

While wearing this talisman, you can cast triple your 
jumping distance for 1 minute with it as a bonus action. 


COMPANION JAR 


Wondrous Item (talisman), uncommon 

A talisman given by the jars to their friends. Raises 
potency of thrown jars. Though the jars are brought to 
life by human flesh and blood, they are all rather kindly 
folk. Perhaps they were made to be better than their 
innards. 

While you wear this talisman, when you use a 
throwing pot, the attack bonus and save DCs of the pot 
are increased by 2. 


CONCEALING VEIL 


Wondrous Item (talisman), uncommon 

Talisman put together from dark cloth, with a 
lustrous sheen. Completely conceals the wearer’s 
presence while crouching at a distance from foes. Part 
of one of the concealing veils used by the assassins on 
the Night of Black Knives. 

While you wear this talisman, Wisdom (Perception) 
checks made to see you have disadvantage, and you 
have advantage on Dexterity (Stealth) checks made to 
hide. 


CREPUS’S VIAL 


Wondrous Item (talisman), uncommon 

Small mysterious bottle with a dark mist sealed 
within. Eliminates all sound made by the wearer during 
movement. A ritual implement used by Roundtable Hold 
assassins. There was a time when Tarnished who had 
strayed from guidance feared nothing more than utter 
silence. 

While you wear this talisman, your steps make no 
sound, regardless of the surface you are moving across. 
You also have advantage on Dexterity (Stealth) checks 
that rely on moving silently. 


CRIMSON AMBER MEDALLION 


Wondrous Item (talisman), uncommon 

A medallion with Crimson amber inlaid. Boosts 
maximum HP. TheErdtree’s old sap becomes amber, 
treasured as the most precious of jewels in the age 
ofGodfrey, the firstElden Lord. A primordial life energy 
resides inside. 

While wearing this talisman, your maximum hit 
points increase by an amount equal to your level. 


CRIMSON SEED TALISMAN 


Wondrous Item (talisman), rare 

A crimson-colored talisman patterned after 
anErdtreeseed. Boosts HP restoration from the Flask of 
Crimson Tears. The Erdtree was once perfect and 
eternal, and thus was it believed that Erdtree seeds 
could not exist. 

When you regain hit points by drinking from a flask of 
crimson tears, you regain additional hit points equal to 
your character level. 


CRUCIBLE FEATHER TALISMAN 


Wondrous Item (talisman), uncommon 

A talisman fashioned from feathers that embody the 
aspects of various creatures. Said to have grown on the 
human body long ago. Improves the effectiveness of 
dodge rolls, but increases damage taken at all times. A 
vestige of the crucible of primordial life. Born partially 
of devolution, it was considered a signifier of the divine 
in ancient times, but is now increasingly disdained as an 
impurity as civilization has advanced. 

While wearing this talisman, other creatures have 
disadvantage on attacks of opportunity against you. 


CRUCIBLE KNOT TALISMAN 


Wondrous Item (talisman), uncommon 

A talisman fashioned from a bony knot that embodies 
the aspects of various creatures. Said to have grown on 
the human body long ago. Reduces damage and impact 
of headshots taken. A vestige of the crucible of 
primordial life. Born partially of devolution, it was 
considered a signifier of the divine in ancient times, but 


is now increasingly disdained as an impurity as 
civilization has advanced. 

While you wear this talisman, critical hits by ranged 
attacks against you become normal hits instead. 


CRUCIBLE SCALE TALISMAN 


Wondrous Item (talisman), uncommon 

A talisman fashioned from a scale that embodies the 
aspects of various creatures. Said to have grown on the 
human body Iong ago. Reduces damage taken from 
critical hits. A vestige of the crucible of primordial life. 
Born partially of devolution, it was considered a signifier 
of the divine in ancient times, but is now increasingly 
disdained as an impurity as civilization has advanced 

While wearing this talisman, critical hits by melee 
attacks against you become normal hits instead. 


CURVED SWORD TALISMAN 


Wondrous Item (talisman), uncommon 

A talisman depicting a curved sword and a 
swordsman. Enhances guard counters. It is said that a 
blind swordsman was the originator of this technique — 
the art of allowing one’s opponent to strike so as to 
leave them vulnerable to a well-timed reply. 

While wearing this talisman, when a creature misses 
you with a melee attack, you have advantage on the next 
attack roll you make against that creature before the 
end of your next turn. 


DAEDICAR’S WOE 


Wondrous Item (talisman), uncommon 

Disturbing likeness of a woman whose skin was 
flayed. 
She smiles with a serene tenderness. Increases damage 
taken. It is said that this woman, named Daedicar, 
indulged in every form of adultery and wicked pleasure 
imaginable, giving birth to a myriad of grotesque 
children. 

While wearing this talisman, you have vulnerability to 
all damage types. 


DAGGER TALISMAN 


Wondrous Item (talisman), uncommon 

A talisman depicting a dagger and a surgeon. 
Enhances critical hits. The white-garbed field surgeons 
come to the aid of friend and foe alike by dealing a final 
deadly thrust to spare them from the prolonged agony of 
a mortal wound. A sense of mercy is a catalyst for 
bloodlust. 

When you score a critical hit with an attack, you can 
roll one of the weapon’s damage dice one additional 
time and add it to the extra damage of the critical hit. 


DRAGONCREST GREATSHIELD 
‘TALISMAN 


Wondrous Item (talisman), legendary 

Wroufght iron talisman depicting a massive ancient 
dragon. Enormously boosts physical damage negation. 
The ancient dragons, who ruled in the prehistoric era 
before theErdtree, would protect their lord as a wall of 
living rock. And so it is that the shape of the dragon has 
become symbolic of all manner of protections. 

While wearing this talisman, you have resistance to 
bludgeoning, piercing, and slashing damage. 


DRAGONCREST SHIELD TALISMAN 


Wondrous Item (talisman), rare 

Wrought iron talisman depicting an ancient dragon. 
Boosts physical damage negation. The ancient dragons, 
who ruled in the prehistoric era before theErdtree, 
would protect their lord as a wall of living rock. And so it 
is that the shape of the dragon has become symbolic of 
all manner of protections. 

While you are wearing this talisman, bludgeoning, 
piercing, and slashing damage that you take from 
nonmagical attacks is reduced by 3. 


ERDTREE’S FAVOR 


Wondrous Item (talisman), rare 

A talisman depicting a special blessing of theErdtree. 
Slightly raises maximum HP, stamina, and equip load. 
It is said that when the Age of the Erdtree began, such 
blessings were personally bestowed upon their 
recipients byQueen Marikaherself. 

While wearing this talisman, your maximum hit 
points increase by an amount equal to twice your 
proficiency bonus. Your carrying capacity also increases 
by 15 pounds. 


FAITHFUL’S CANVAS TALISMAN 


Wondrous Item (talisman), rare 

A talisman bearing an icon that depicts a group of 
masked figures. Raises potency of incantations. The 
figures represent the flock at prayer, their firm belief in 
the intangible inspiring even the solitary founder of their 
religion. What is faith if not an affirmation? 

While wearing this talisman, your spell save DC and 
spell attack bonus for Sorceries you cast each increase 
by 1. 


FIRE SCORPION CHARM 


Wondrous Item (talisman), rare 

A talisman carried by assassins who strike unseen. 
Patterned on a scorpion freshly shed of its exoskeleton, 
its claws seizing a heart that burns with fire. Raises fire 
attack power, but lowers damage negation. 


When you damage a creature, you can roll one 
additional damage die when determining the fire 
damage the target takes. Fire damage resistance and 
immunity you have is negated. 


FLAMEDRAKE [TALISMAN 


Wondrous Item (talisman), rare 

Talisman depicting a red ancient dragon. Boosts fire 
damage negation. The ancient dragons, who ruled in the 
prehistoric era before theErdtree, would protect their 
lord as a wall of living rock. And so it is that the shape of 
the dragon has become symbolic of all manner of 
protections. 

You have resistance to fire damage while wearing this 
talisman. 


FLOCK’S CANVAS TALISMAN 


Wondrous Item (talisman), very rare 

A talisman bearing an icon that depicts a mass of 
masked figures. Greatly raises potency of incantations. 
The figures represent the flock at prayer, their firm 
belief in the intangible inspiring even the solitary 
founder of their religion. What is faith if not an 
affirmation? 

While wearing this talisman, your spell save DC and 
spell attack bonus for Incantations you cast each 
increase by 2. 


FURLED FINGER’S TRICK-MIRROR 


Wondrous Item (talisman), rare 

A small, clouded mirror that reflects an image of a 
golden figure. Makes the bearer take on the appearance 
of a Host of Fingers. One of the ritual implements 
created by the Tarnishedto deceive invaders. 

While wearing this talisman, you can use your action 
toou make yourself, including your clothing, armor, 
weapons, and other belongings on your person, look 
different until you take a short rest or until you use your 
action to dismiss it. You can seem 1 foot shorter or 
taller and can appear thin, fat, or in between. You can’t 
change your body type, so you must adopt a form that 
has the same basic arrangement of limbs. Otherwise, 
the extent of the illusion is up to you. 

The changes wrought by this spell fail to hold up to 
physical inspection. For example, if you use this ability 
to add a hat to your outfit, objects pass through the hat, 
and anyone who touches it would feel nothing or would 
feel your head and hair. If you use this ability to appear 
thinner than you are, the hand of someone who reaches 
out to touch you would bump into you while it was 
seemingly still in midair. 

To discern that you are disguised, a creature can use 
its action to inspect your appearance and must succeed 
ona DC 15 Intelligence (Investigation) check. 


GODFREY ICON 


Wondrous Item (talisman), very rare 

A legendary talisman depicting theEIden Lord 
Godfrey. Raises charge attack power of sorceries, 
incantations, and skills. Godfrey was a ferocious 
warrior. When he vowed to become a lord, he took the 
Beast Regent Serosh upon on his back to suppress the 
ceaseless lust for battle that raged within. 

While wearing this talisman, you may use both an 
action or a bonus action to use a weapon skill with an 
activation time of either. You have advantage on any 
attack rolls you make as part of the skill. 


GODSKIN SWADDLING CLOTH 


Wondrous Item (talisman), rare 

Sacred cloth of theGodskin Apostles, made from 
supple skin sewn together. Successive attacks restore 
HP. TheGloam-Eyed Queencradles newborn apostles 
swaddled in this cloth. Soon they will grow to become 
the death of the gods. 

When you hit a creature with an attack on your turn, 
you gain hit points equal to your proficiency bonus when 
you hit with subsequent attacks on your turn. 


GOLD SCARAB 


Wondrous Item (talisman), uncommon 

A talisman facsimile of a scarab, the carrier of 
treasures and precious things. This Golden scarab 
increases the amount of runes obtained from defeating 
enemies. 

While wearing this talisman, you receive 10% 
additional runes from enemies you or your allies defeat. 


GRAVEN-MASS TALISMAN 


Wondrous Item (talisman), very rare 

A talisman depicting the first school of graven mages 
—a nightmare that would continue to haunt the 
academy. Greatly raises potency of sorceries. The 
primeval current is a forbidden tradition of glintstone 
sorcery. To those who cleave to its teachings, the act of 
collecting sorcerers to fashion them into the seeds of 
stars is but another path of scientific inquiry. 

While wearing this talisman, your spell save DC and 
spell attack bonus for Sorceries you cast each increase 
by 2. 


GRAVEN-SCHOOL TALISMAN 


Wondrous Item (talisman), rare 

A talisman depicting a school of graven mages, the 
nightmare of the academy. Raises potency of sorceries. 
The primeval current is a forbidden tradition of 
glintstone sorcery. To those who cleave to its teachings, 
the act of collecting sorcerers to fashion them into the 
seeds of stars is but another path of scientific inquiry. 


While wearing this talisman, your spell save DC and 
spell attack bonus for Sorceries you cast each increase 
by 1. 


GREAT-JAR’S ARSENAL 


Wondrous Item (talisman), uncommon 

A charm that resembles a great jar overflowing with 
weaponry. Vastly boosts maximum equipment load. The 
great jar grants this talisman to their warriors. Carry as 
much as you can - grow big and strong. 

While wearing this talisman, you count as two sizes 
larger when determining your carrying capacity and the 
weight you can push, drag, or lift. 


GREATSHIELD TALISMAN 


Wondrous Item (talisman), uncommon 

Talisman depicting a knight holding a greatshield. 
Boosts guarding ability. The knights ofLeyndellonce 
modelled themselves after the Tree Sentinels. Their 
purpose is to protect that which deserves protection, 
and thus the shield always comes before the sword. 

While wearing this talisman and a shield, your AC 
increases by 1. 


GREEN TURTLE TALISMAN 


Wondrous Item (talisman), uncommon 

A talisman in the shape of a green turtle. Raises 
stamina recovery speed. Turtles are known as a 
nutritious ingredient, symbolic of inexhaustible power. 
However, those who hold turtles to be wise creatures 
consider the practice of eating their meat to be 
barbarous. 

While wearing this talisman, you have advantage on 
Constitution checks. 


HALIGDRAKE TALISMAN 


Wondrous Item (talisman), rare 

Talisman depicting a golden ancient dragon. Boosts 
holy damage negation. The ancient dragons, who ruled 
in the prehistoric era before theErdtree, would protect 
their lord as a wall of living rock. And so it is that the 
shape of the dragon has become symbolic of all manner 
of protections. 

You have resistance to radiant damage while wearing 
this talisman. 


HAMMER TALISMAN 


Wondrous Item (talisman), uncommon 

A talisman depicting a hammer and a knight. 
Enhances stamina-reducing attacks against a blocking 
opponent. Hammers are highly effective against shield- 
bearing foes, so much so that they are known as “knight- 
killers. “ 


While wearing this talisman, once per turn, when you 
hit a creature with an attack that deals bludgeoning 
damage, you can move it 5 feet to an unoccupied space, 
provided the target is no more than one size larger than 
you. 


Host’s TRICK-MIRROR 


Wondrous Item (talisman), rare 

A small, clouded mirror that reflects a flesh-and-blood 
figure. Makes the bearer take on the appearance of a 
summoned cooperator. One of the ritual implements 
created by theTarnishedto deceive invaders. 

While wearing this talisman, you can use your action 
toou make yourself, including your clothing, armor, 
weapons, and other belongings on your person, look 
different until you take a short rest or until you use your 
action to dismiss it. You can seem 1 foot shorter or 
taller and can appear thin, fat, or in between. You can’t 
change your body type, so you must adopt a form that 
has the same basic arrangement of limbs. Otherwise, 
the extent of the illusion is up to you. 

The changes wrought by this spell fail to hold up to 
physical inspection. For example, if you use this ability 
to add a hat to your outfit, objects pass through the hat, 
and anyone who touches it would feel nothing or would 
feel your head and hair. If you use this ability to appear 
thinner than you are, the hand of someone who reaches 
out to touch you would bump into you while it was 
seemingly still in midair. 

To discern that you are disguised, a creature can use 
its action to inspect your appearance and must succeed 
ona DC 15 Intelligence (Investigation) check. 


IMMUNIZING HORN CHARM 


Wondrous Item (talisman), uncommon 

An accountrement worn by the ancestral followers. 
Raises immunity. (Immunity governs resistance to 
poison and rot. )Said to be a budding horn. The 
ancestral followers believed that the horns of a long- 
lived beast continue to bud like antlers , over and over 
again, until the beast one day becomes an ancestral 
spirit. 

While wearing this talisman, you have advantage on 
saving throws against the poisoned condition and 
scarlet rot. 


KINDRED OF RotT’s EXULTATION 


Wondrous Item (talisman), rare 

A talisman depicting the exultation of pests. Raises 
attack power when poisoning or rot occurs in the 
vicinity. “Rot for the scarlet goddess. O scarlet 
blossoms, flourish in distant lands, and return to us, the 
unwanted children. “ 

When a creature within 20 feet of you fails a saving 
throw against the poisoned condition or scarlet rot, you 
have advantage on attack rolls until the end of your next 
turn. 


LANCE TALISMAN 


Wondrous Item (talisman), uncommon 

A talisman depicting a lance and a knight. Enhances 
attacks while on horseback. Knights on horseback are 
deadly foes. They see all below from their lofty position, 
meeting little meaningful resistance as they charge 
ahead. 

While you are mounted and not incapacitated, you 
have advantage on melee attack rolls against any 
unmounted creature that is smaller than your mount. 


LIGHTNING SCORPION CHARM 


Wondrous Item (talisman), rare 

A talisman carried by assassins who strike unseen. 
Patterned on a scorpion freshly shed of its exoskeleton, 
its claws seizing a heart that sparks with lightning. 
Raises lightning attack power, but lowers damage 
negation. 

When you damage a creature, you can roll one 
additional damage die when determining the lightning 
damage the target takes. Lightning damage resistance 
and immunity you have is negated. 


LONGTAIL CAT TALISMAN 


Wondrous Item (talisman), rare 

A brooch depicting Lacrima, the long-tailed cat. 
Renders the wearer immune to fall damage. However, it 
cannot prevent falling to one’s death. Lacrima features 
in the fables of Raya Lucaria, in which she is described 
as a faerie cat who was fond of playing in the great bell 
tower. 

When you fall while wearing this talisman, you 
descend 60 feet per round and take no damage from 
falling. 


Lorp OF BLOOD’sS EXULTATION 


Wondrous Item (talisman), uncommon 

A talisman depicting the exultation of theLord of 
Blood. Raises attack power when blood loss occurs in 
the vicinity. “Render up you offerings of blood to your 
Lord. Drench myconsort’schamber. Slake his cocoon’s 
thirst. His awakening shall herald the dawn of our 
dynasty” 

When a creature within 20 feet of you fails a saving 
throw against Bleed, you gain advantage on attack rolls 
until the end of your next turn. 


MAGIC SCORPION CHARM 


Wondrous Item (talisman), rare 

A talisman carried by assassins who strike unseen. 
Patterned on a scorpion freshly shed of its exoskeleton, 
its claws seizing a heart that shimmers with magic. 
Raises magic attack power, but lowers damage 
negation. 


When you damage a creature, you can roll one 
additional damage die when determining the force 
damage the target takes. Force damage resistance and 
immunity you have is negated. 


MARIKA’S SCARSEAL 


Wondrous Item (talisman), rare 

An eye engraved with an Elden Rune. Said to be the 
seal ofQueen Marika. Raises mind, intelligence, faith, 
arcane, but also increases damage taken. These seals 
represent the lifelong duty of those chosen by the gods. 

While you wear this talisman, your Intelligence, 
Wisdom, and Charisma scores increase by 1, up toa 
maximum of 21. You have vulnerability to non- 
bludgeoning, non-piercing, and non-slashing damage as 
well. 


MARIKA’S SORESEAL 


Wondrous Item (talisman), legendary 
This legendary talisman is an eye engraved with an 
Elden Rune, said to be the seal of Queen Marika. 
RK 
Greatly raises mind, intelligence, faith, and arcane, but 
also increases damage taken by a similar measure. 
RK 
Solemn duty weighs upon the one beholden; not unlike 
a Snawing curse from which there is no deliverance. 
While you wear this talisman, your Intelligence, 
Wisdom, and Charisma scores increase by 2, up toa 
maximum of 22. You have vulnerability to non- 
bludgeoning, non-piercing, and non-slashing damage as 
well. 


MILLICENT’S PROSTHESIS 


Wondrous Item (talisman), very rare 

Part of the golden prosthesis used byMillicent. The 
hand is locked into a fist that once raised a sword aloft. 
Boosts dexterity and raises attack power with 
successive attacks. The despair of sweet betrayal 
transformed Millicent from a mere bud into a 
magnificent flower. And one day, she will be reborn - as 
a beautiful scarlet valkyrie. 

When you hit a creature with an an attack with a 
finesse weapon on your turn, your Dexterity increases 
by 1 until the end of your turn. 


Moon OF NOKSTELLA 


Wondrous Item (talisman), very rare 

This legendary talisman is a treasure ofNokstella, the 
Eternal City. Increases memory slots. This talisman 
represents the lost black moon. The moon of Nokstella 
was the guide of countless stars. 

While wearing this amulet, you may prepare two 
additional spell as long as you have the Spellcasting or 
Pact Magic feature. 


If you do not prepare spells, you learn two spells that 
meets the requirements for a spell you would learn at 
your current level. This spell is tied to the memory stone 
when you where it, you cannot replace it until you level 


up. 
MOTTLED NECKLACE 


Wondrous Item (talisman), very rare 

A vividly-colored accoutrement precious to the 
ancestral followers. Raises immunity, robustness, and 
focus. Said to be a budding horn. The ancestral 
followers believed that the horns of a long-lived beast 
continue to bud like antlers, over and over again, until 
the beast one day becomes an ancestral spirit. 

While wearing this talisman, you have advantage on 
saving throws against Bleed, poison, scarlet rot, death 
blight, stunned, and frostbite. 


OLD LoORD’s TALISMAN 


Wondrous Item (talisman), rare 

A legendary talisman depicting the ancient king 
whose seat lies at the heart of the storm beyond time. 
Extends the duration of sorceries and incantations. It is 
said that the ancient royal city of Farum Azulahas been 
slowly crumbling since time immemorial. 

When you cast a spell that has a duration of 1 minute 
or longer, the spell’s duration is doubled, to a maximum 
duration of 24 hours. 


PEARLDRAKE I ALISMAN 


Wondrous Item (talisman), rare 

Talisman depicting a pearlescent ancient dragon. 
Boosts non-physical damage negation. The ancient 
dragons, who ruled in the prehistoric era before 
theErdtree, would protect their lord as a wall of living 
rock. And so it is that the shape of the dragon has 
become symbolic of all manner of protections. 

While you are wearing this talisman, bludgeoning, 
piercing, and slashing damage that you take from 
nonmagical attacks is reduced by 3. 


PERFUMER’S TALISMAN 


Wondrous Item (talisman), rare 

A talisman depicting a set of perfume bottles. Raises 
potency of perfume items. There are gardens known 
only to the perfumers. Whether hidden on the fringes of 
the highlands, or obscured by shadows inside caves, the 
flowers blossom in secret, waiting to impart their scent. 

While you wear this talisman, when you use a 
perfume jar, the attack bonus and save DCs of the 
perfume are increased by 2. 


PRIMAL GLINTSTONE BLADE 


Wondrous Item (talisman), very rare 

An old glintstone blade that has been stained with 
blood. Reduces FP consumption of sorceries and 
incantations at the cost of maximum HP. The old 
sorcerers would slice open their hearts with these 
blades to imbue a primal glintstone with their soul, and 
thus did they die. 

While wearing this talisman, you hit point maximum 
is halved and the casting cost of spells you cast is 
reduced as if it were two levels lower (minimum 1st- 
level). 


PRINCE OF DEATH’S CYST 


Wondrous Item (talisman), uncommon 

A fetid, overgrown cyst taken from facial flesh. 
Greatly raises vitality. (Vitality Soverns resistance to the 
effects of Death. )It is said that this cyst came from the 
corrupted visage of one unable to die a true Death. 
Indeed, it comes from thePrince of Death, scion of the 
Solden bough and First of the Dead among the 
demigods. 

While wearing this talisman, you are immune to the 
Exhausted condition. 


PRINCE OF DEATH’S PUSTULE 


Wondrous Item (talisman), uncommon 

A fetid pustule taken from facial flesh. Raises vitality. 
(Vitality governs resistance to the effects of Death. )It is 
said that this pustule came from the visage of thePrince 
of Death, he who used to be called Godwyn. As First 
Dead of the demigods, it’s said he’s buried deep under 
the capital, at the Erdtree’s roots. 

While wearing this talisman, you have advantage on 
saving throws against the exhausted condition. 


PROSTHESIS-WEARER HEIRLOOM 


Wondrous Item (talisman), rare 

A talisman engraved with a scene from a heroic tale. 
Raises dexterity. 
2K 
Though born into the accursed rot, when the young girl 
encountered her mentor and his flowing blade, she 
gained wings of unparalleled strength. 

Your Dexterity score is 19 while you wear this 
talisman. It has no effect on you if your Dexterity is 
already 19 or higher without it. 


RADAGON ICON 


Wondrous Item (talisman), uncommon 

A legendary talisman depicting theElden Lord 
Radagon. Shortens the casting time of sorceries and 
incantations. As the husband ofRennala, the red-haired 
Radagon studied sorcery, and as the husband ofQueen 
Marika, he studied incantations. Thus did the hero 
aspire to be complete. 


When you cast a spell that has a casting time of 1 
action, you can spend double the SP of its normal 
casting cost to change the casting time to 1 bonus 
action for this casting. 


RADAGON’S SCARSEAL 


Wondrous Item (talisman), rare 

An eye engraved with an Elden Rune. Said to be the 
seal of King Consort Radagon. Raises vigor, endurance, 
strength, and dexterity, but also increases damage 
taken. These seals represent the lifelong duty of those 
chosen by the gods. 

While you wear this talisman, your Strength, 
Dexterity, and Constitution scores increase by 1, up toa 
maximum of 21. You have vulnerability to bludgeoning, 
piercing, and slashing damage as well. 


RADAGON’S SORESEAL 


Wondrous Item (talisman), legendary 

This legendary talisman is an eye engraved with an 
Elden Rune, said to be the seal of King Consort 
Radagon. Greatly raises vigor, endurance, strength, 
dexterity, but also increases damage taken by a similar 
measure. Solemn duty weighs upon the one beholden; 
not unlike a Snawing curse from which there is no 
deliverance. 

While you wear this talisman, your Strength, 
Dexterity, and Constitution scores increase by 2, up toa 
maximum of 22. You have vulnerability to bludgeoning, 
piercing, and slashing damage as well. 


RED-FEATHERED BRANCHSWORD 


Wondrous Item (talisman), rare 

A talisman adorned with red feathers, once used in 
ancient death rituals. Raises attack power when HP is 
low. The heart sings when one draws close to death, 
and a glorious end awaits those who cling so 
tenaciously to life. 

While you wear this talisman and your hit points are 
below half of your maximum hit points, your attack and 
damage rolls with weapon attacks are increased by 2 


RITUAL SHIELD TALISMAN 


Wondrous Item (talisman), rare 

A talisman patterned after shields used in ritual 
combat held to honor theErdtree. Raises defense when 
HP is at maximum. The practice had died out by the age 
ofking Consort Radagon, but remains of the arenas 
where ritual combat took place can still be found in 
every land. 

While your hit points are equal to your maximum hit 
points, your AC increases by 2. 


RITUAL SWORD TALISMAN 


Wondrous Item (talisman), rare 

A talisman patterned after swords used in ritual 
combat held to honor theErdtree. Raises attack power 
when HP is at maximum. The practice had died out by 
the age ofKing Consort Radagon, but remains of the 
arenas where ritual combat took place can still be found 
in every land. 

While your hit points are equal to your maximum hit 
points, your attack bonus with melee weapon attacks 
increases by 2. 


SACRED SCORPION CHARM 


Wondrous Item (talisman), rare 

A talisman carried by assassins who strike unseen. 
Patterned on a scorpion freshly shed of its exoskeleton, 
its claws seizing a heart with a blessed glow. Raises 
holy attack power, but lowers damage negation. 

When you damage a creature, you can roll one 
additional damage die when determining the radiant 
damage the target takes. Radiant damage resistance 
and immunity you have is negated. 


SACRIFICIAL TWIG 


Wondrous Item (talisman), uncommon 

A talisman fashioned from a dried twig, so slender 
that it might snap at the slightest touch. Prevent rune 
loss upon death, but will be lost itself in exchange. 
Believed to be a twig pruned from theErdtreelong, long 
ago. 

When you die while wearing this talisman, it destroys 
itself. You do not lose any Sanity, or suffer any other 
penalties you otherwise would on death. 


SHABRIRI’S WOE 


Wondrous Item (talisman), uncommon 

Disturbing likeness of a man whose eyes have been 
gouged out. The corners of his mouth are upturned in 
an almost flirtatious manner. Constantly attracts 
enemies’ aggression. It is said that the man, 
namedShabriri, had his eyes gouged out as punishment 
for the crime of slander, and, with time, the blight of the 
flame of frenzy came to dwell in the empty sockets. 

While wearing this talisman, you have advantage on 
saving throws to avoid the stunned condition caused by 
spells you cast. 

Curse. This talisman is cursed, and becoming attuned 
to it extends the curse to you. As long as you remain 
cursed, you are unwilling to part with the talisman, 
keeping it within reach at all times. You also 
disadvantage on Stealth checks. 


SHARD OF ALEXANDER 


Wondrous Item (talisman), legendary 

Shard of the late Alexander, a shattered warrior jar. 
Greatly boosts the attack power of skills. Scraps of 
stewed flesh cling to the shard, and tatters of ornaments 
can be seen mingled within the slime. Relics of a red- 
haired champion, it would seem. 

When you activate a weapon skill, you have advantage 
on the attack rolls you make until the end of the current 
turn. 


SPEAR TALISMAN 


Wondrous Item (talisman), rare 

A talisman depicting a spear and a soldier. Enhances 
the counterattacks that are unique to thrusting 
weapons. Spears are standard weapons for soldiers in 
the Lands Between. They made it possible to respond to 
a ferocious foe with an equally ferocious counterattack. 

While wearing this talisman and a creature misses 
you with an attack, you can use your reaction to make a 
melee weapon attack against the creature. 


SPELLDRAKE TALISMAN 


Wondrous Item (talisman), rare 

Talisman depicting a blue ancient dragon. Boosts 
magic damage negation. The ancient dragons, who 
ruled in the prehistoric era before theErdtree, would 
protect their lord as a wall of living rock. And so it is 
that the shape of the dragon has become symbolic of all 
manner of protections. 

You have resistance to force damage while wearing 
this talisman. 


STALWART HORN CHARM 


Wondrous Item (talisman), uncommon 

An accoutrement worn by the ancestral followers. 
Raises robustness. (Robustness governs resistance to 
blood loss and frost. )Said to be a budding horn. The 
ancestral followers believe that the horns of a long-lived 
beast continue to bud like antlers, over and over again, 
until the beast one day becomes an ancestral spirit. 

While wearing this talisman, you have advantage on 
saving throws agains Bleed and frostbite. 


STARGAZER HEIRLOOM 


Wondrous Item (talisman), rare 

A talisman engraved with the legend of a queen. 
Raises intelligence. The young astrologer gazed at the 
night sky as she walked. She had always chased the 
stars every step of her journey. Then she met the full 
moon — and, in time, the astrologer becamea queen. 

Your Intelligence score is 19 while you wear this 
talisman. It has no effect on you if your Intelligence is 
already 19 or higher without it. 


STARSCOURGE HEIRLOOM 


Wondrous Item (talisman), rare 

A talisman engraved with a scene from a heroic tale. 
Raises strength. The mightiest hero of the 
demigodsconfronted the falling stars alone—and thus 
did he crush them, his conquest sealing the very fate of 
the stars. 

Your Strength score is 19 while you wear this 
talisman. It has no effect on you if your Strength is 
already 19 or higher without it. 


TTAKER’S CAMEO 


Wondrous Item (talisman), uncommon 

A talisman engraved with a stern likeness ofPraetor 
Rykard, master of Volcano Manor. Restores HP upon 
defeating enemies. When Rykard turned to heresy, 
taking by force became the rule. The gods themselves 
were no different, after all. 

While you are wearing this talisman and you reduce a 
creature to O hit points, you regain hit points equal to 
the number of their hit dice. 


"TWINBLADE TALISMAN 


Wondrous Item (talisman), uncommon 

A talisman depicting atwinbladeand aconfessor. 
Enhances the final hit ending a chain of attacks. The 
twinblade technique is a tradition of the confessors, who 
closely guard the secret of how they preserve the 
momentum of their attacks. Thus is the final strike of 
their onslaught all the more deadly. 

When you miss with an attack on your turn while 
wearing this talisman, you have advantage on the next 
attack roll you make during the same turn. 


‘Two FINGERS HEIRLOOM 


Wondrous Item (talisman), rare 

A talisman engraved with the legend of the Two 
Fingers. Raises faith. Fingers cannot speak, yet these 
are eloquent. Persistently they wriggle, spelling out 
mysteries in the air. Thus did we gain the words. The 
words of our faith. 

Your Wisdom score is 19 while you wear this 
talisman. It has no effect on you if your Wisdom is 
already 19 or higher without it. 


VIRIDIAN AMBER MEDALLION 


Wondrous Item (talisman), rare 

A medallion with viridian amber inlaid. Boosts 
maximum stamina. TheErdtree’sold sap becomes 
amber, treasured as the most precious of jewels in the 
age ofGodfrey, the first Elden Lord. A primordial life 
energy resides inside. 

Your Constitution score is 19 while you wear this 
talisman. It has no effect on you if your Constitution is 
already 19 or higher without it. 


WARRIOR JAR SHARD 


Wondrous Item (talisman), rare 

Shard of a shattered warrior jar. Boosts the attack 
power of skills. Scraps of stewed flesh cling to the 
shard, and tatters of ornaments can be seen mingled 
within the slime. Relics of ancient royal warriors, 
perhaps. 

When you make an attack while activating a weapon 
skill, you have advantage on the attack roll. 


WINGED SWORD INSIGNIA 


Wondrous Item (talisman), rare 

A talisman depicting a raised prosthetic blade. An 
honor bestowed upon the knights who fought 
alongside Malenia the Severed. Raises attack power 
with successive attacks. The wings symbolize Malenia 
and her undefeated prowess. Though she never knew 
relief from theaccursed rotshe was born into, her blade 
was forever beautiful - and relentless. 

When you hit a creature with a weapon attack on your 
turn, your next attack this turn deals +1 damage if it 
hits. This effect stacks to a maxmium of a +3 damage 
bonus. 


CRYST AL TE ARS within a flask of wondrous physick to alter its properties 


Erdtrees, even the minor trees that grow throughout the 


when drunk. 
Only two crystal tears can be placed inside of a flask 


Lands Between, collect and disperse blessings. A crystal at a time. The tears inside of the flask can be changed 
tear forms slowly over the ages where the Erdtree’s over the course of a long rest. The effects of each tear, 
bounty falls to the ground. These tears can be placed when mixed as a physick, are tabulated below. 
WEAPONS 

Name Effect 


Crimson Crystal Tear 
Crimsonspill Crystal 
Tear 

Crimsonburst Crystal 
Tear 

Cerulean Crystal Tear 
Greenspill Crystal 
Tear 

Greenburst Crystal 
Tear 

Strength-knot Crystal 
Tear 

Dexterity-knot Crystal 
Tear 
Intelligence-knot 
Crystal Tear 
Faith-knot Crystal 
Tear 

Opaline Hardtear 
Speckled Hardtear 


Leaden Hardtear 
Magic-Shrouding 
Cracked Tear 
Flame-Shrouding 
Cracked Tear 
Lightning-Shrouding 
Cracked Tear 
Holy-Shrouding 
Cracked Tear 
Stonebarb Cracked 
Tear 

Spiked Cracked Tear 


Thorny Cracked Tear 
Twiggy Cracked Tear 


Winged Crystal Tear 
Windy Crystal Tear 
Crimson Bubbletear 


Crimsonwhorl 
Bubbletear 

Opaline Bubbletear 
Cerulean Hidden Tear 
Purifying Crystal Tear 
Ruptured Crystal Tear 


You regain hit points equal to half your maximum hit points. 
Your maximum and current hit points increase by an amount equal to twice your level for the next minute. 


You regain hit points equal to your proficiency bonus at the beginning of each of your turns for the next minute 
as long as you are not unconscious. 

You regain half of your expended SP. 

You gain an additional action on each of your turns for the next minute. That action can be used only to take the 
Attack (one weapon attack only), Dash, Disengage, Hide, or Use an Object action. 

You gain advantage on Constitution checks and your movement speed increases by 10 feet for the next hour. 


Your Strength score increases by 2 (to a maximum of 22) for 10 minutes. 
Your Dexterity score increases by 2 (to a maximum of 22) for 10 minutes. 
Your Intelligence score increases by 2 (to a maximum of 22) for 10 minutes. 
Your Wisdom score increases by 2 (to a maximum of 22) for 10 minutes. 


You have resistance to non-magical bludgeoning, piercing, and slashing damage for the next minute. 

You are cured of the Poisoned, Rotting, Frostbitten, and Stunned conditions, and you also have advantage on 
saving throws against those conditions for 1 minute. 

You cannot be shoved or knocked prone for the next minute. 

When you deal force damage to a creature, you may add an additional 2d6 to one of the damage rolls. 


For the next minute when you deal fire damage to a creature, you may add an additional 2d6 to one of the 
damage rolls. 

For the next minute when you deal lightning damage to a creature, you may add an additional 2d6 to one of the 
damage rolls. 

For the next minute when you deal radiant damage to a creature, you may add an additional 2d6 to one of the 
damage rolls. 

Creatures have disadvantage on saving throws made to resist you moving them or knocking them prone for the 
next minute. 

For the next minute, before you make a melee attack with a weapon that you are proficient with, you can choose 
to take a -5 penalty to the attack roll. If the attack hits, you add +10 to the attack’s damage. 

When you deal damage to a creature, you gain advantage on your next attack roll made at the same creature 
until the beginning of your next turn. 

If you die within the next minute, you do not lose sanity or suffer any other harmful effects caused by your 
death. This talisman shatters afterward. 

Your carrying capacity is tripled for the next hour. 

Any attack made against you as a reaction is done so at disadvantage for the next hour. 

The first time you would drop to 0 hit points as a result of taking damage within the next 8 hours, you instead 
drop to 1 hit point, and this effect ends. 

Whenever you take damage before the end of your next turn, you instead heal a number of hit points equal to 
your proficiency bonus. 

The next source of damage you would take in the next minute that would not kill you outright is reduced to 0. 
You do not expend SP when you cast spells or activate skills until the end of your next turn 

You are immune to the Lord of Blood’s Bloodboon Ritual for the next minute. 

Your body begins to pulse with golden light followed by a detonation at the end of your next turn. You and each 
creature within 10 feet of you must make a succeed on DC 15 Dexterity saving throw, taking 8d6 radiant damage 
on a failure or half as much on a success. 


WONDROUS ITEMS 
ACID SPRAYMIST 


Wondrous Item, rare 

Forbidden art of depraved perfumers. Craftable with 
a perfume bottle. 

Uses to release an acidic mist from user’s mouth, 
damaging armaments and temporarily lowering attack 
power. 

Perfumed powder is held in the mouth to dissolve 
before being expelled. It was once a restorative art, or 
so it is said. 

You may take this perfume into your mouth, spewing 
out an acidic spray in a 10-foot cone in front of you. 
Each creature in the area must make a DC 15 Dexterity 
saving throw. On a failed save, any metallic equipment 
the target is wearing immediately rusts. Metal armor or 
metal shields being worn or carried take a permanent 
and cumulative —1 penalty to the AC it offers. Armor 
reduced to an AC of 10 or a shield that drops to a +0 
bonus is destroyed. nonmagical weapon made of metal 
that hits the rust monster corrodes. Metal weapons take 
a permanent and cumulative —1 penalty to damage rolls. 
If its penalty drops to —5, the weapon is destroyed. 

On a successful save, the creature’s equipment is not 
affected. 


ANCESTRAL INFANT’S HEAD 


Wondrous Item, very rare 

Skull of a very young ancestral spirit. Just think how 
many sproutings It might bear. 

Uses to spray spirit vapor inflicting magic damage. 

The vapor becomes a temporary geyser which deals 
continuous damage to everything it touches until it 
disappears. 

You sing a lullaby to the ancenstral infant, provoking 
it to spill spirit flame onto the ground around you. The 
area of the flame consists of up to five 5-foot squares 
which you can arrange as you wish. Each square must 
have at least one face adjacent to the face of another 
square. The flame persists on the ground until the end 
of your next turn. 

When the flame appears, each creature standing in its 
area must make a Dexterity saving throw or take 4d6 
fire damage. A creature that enters the area or ends its 
turn there must make another Dexterity saving throw. 

The bell regains 1d3 expended charges daily at dawn. 


BALDACHIN’S BLESSING 


Wondrous Item, uncommon 

Favor bestowed by a deathbed companion. Protection 
of a hidden temple in the guise of a bedchamber. 

Uses FP to temporarily boost poise. 

The favor allows one to forget any aches and pains. In 
Death, there is only peace, for in Death, there can be no 
sensation. 


While you bear this blessing, your maximum hit 
points are reduced by an amount equal to your 
character level. As an action, you can activate this 
blessing, you have advantage on saving throws againt 
being pushed, knocked prone, or frightened for 1 
minute. Doing so consumes the blessing. 


BEWITCHING BRANCH 


Wondrous Item, very rare 

Tree branch blessed with an incantation of unalloyed 
gold. Craftable item. 

Pierce a foe to turn them into a temporary ally. 

The Empyrean Miquella is loved by many people. 
Indeed, he has learned very well how to compel such 
affection. 

A firey glow emanates from this stone after you place 
it on the ground. For 1 minute afterwards, any creature 
who ends their turn within 5 feet of the stone is affected 
by it. If the target is immune to the stunned condition, it 
regains 2 hit points. Any creature not immune to the 
stunned condition must succeed on a DC 10 Wisdom 
saving throw or be stunned until the end of their next 
turn. 


BLACK-KEy BOLT 


Wondrous Item, rare 

Bolts used in Crepus’ Black-Key Crossbow, an 
assassin’s tool of exquisite craftmanship. 

The intricate spiral tip bores deep, injecting scarlet 
rot far into the flesh of its target. 

When a target is hit by a ranged weapon attack using 
this piece of magical ammunition ammunition, the 
target must succeed on a DC 13 Constitution saving 
throw or be afflicted with scarlet rot until the end of its 
next turn. Once it hits a target, the ammunition is no 
longer magical. 


BLASPHEMOUS CLAW 


Wondrous Item, legendary 

A slab of rock engraved with traces of the Rune of 
Death. 

Can deflect the power of the Black Blade. 

On the night of the dire plot, Ranni rewarded Praetor 
Rykard with these traces. Should the coming trespass 
one day transpire, they would serve as a Iast-resort foil, 
allowing Rykard to challenge Maliketh the Black Blade, 
the black beast of Destined Death. 

As a reaction to being attacked with the Black Blade, 
you can interpose this claw to add a +5 bonus to your 
AC against the triggering attack. 


BLOODBOIL AROMATIC 


Wondrous Item, rare 

Forbidden art of depraved perfumers. Craftable with 
a perfume bottle. 

Uses to enter a temporary state of fervor, raising 
maximum attack power and stamina while also 
increasing damage received. 

“Even upon the battlefield, do you fear being 
wounded? Take a good look. Your limbs are frozen 
stiff.” 

You may drink this aromatic, invigorating yourself 
with bloodlust. For a number of rounds equal to your 
proficiency modifier, all attack rolls you make are made 
at advantage and all attacks made against you are also 
made at advantage. 


BOILED CRAB 


Wondrous Item, rare 

Boiled crab meat. A prime specimen of plump and 
moist meat. True connoisseurs know how to keep from 
over-salting. 

Greatly boosts physical damage negation for a certain 
duration, 

Unlike the “prawn” sold, this truly is crab. Not that it 
matters, it’s delicious all the same. 

After consuming this food, your AC increases by 2 for 
1 minute. 


BOILED PRAWN 


Wondrous Item, uncommon 

Boiled prawn meat. A prime specimen of plump and 
moist meat. True connoisseurs know how to keep from 
over-salting. 

Boosts physical damage negation for a certain 
duration, 


The meat actually looks to have come from a crayfish. 


Not that it matters, it’s delicious all the same. 
After consuming this food, your AC increases by 1 for 
1 minute. 


BURRED AMMUNITION 


Wondrous Item, uncommon 

Bolt covered in thorns. One of the most horrific 
weapons used in the Shattering. Afflicts with blood loss. 

Diffcult to remove once buried in flesh, causes 
appalling damage to the body 

When a target is hit by a ranged weapon attack using 
this piece of magical ammunition ammunition, the 
target suffers from Bleed 1. Once it hits a target, the 
ammunition is no longer magical. 


CHILLPROOF DRIED LIVER 


Wondrous Item, rare 

Cured animal liver, dried out after pickling in a frozen 
solution. Craftable item. 

Temporarily boosts cold damage negation, improving 
damage mitigation against attacks imbued with frost. 

Consuming this meat invigorates the body, granting 
the user resistance to cold damage for 1 minute. 


CLARIFYING BOLUSES 


Wondrous Item, uncommon 
Yellow boluses made of cave moss. Craftable item. 
Alleviates madness buildup. 
Feeding these boluses to a stunned creature ends the 
stunned condition. 


CLARIFYING CURED MEAT 


Wondrous Item, uncommon 

Cured strip of meat, dried out after pickling in a 
purple medicinal solution. Craftable item. 

Temporarily boosts focus. 

Higher focus helps to mitigate the buildup of sleep 
and madness. 

Consuming this meat invigorates the body, granting 
the user advantage on saving throws against being 
stunned or put unconcious for 1 minute. 


CoLp AMMUNITION 


Wondrous Item, uncommon 

Arrow whittled from animal bones with a frozen tip. 
Afflicts targets with frost. 

Craftable item. 

When a target is hit by a ranged weapon attack using 
this piece of magical ammunition ammunition, the 
target takes an extra 1d6 fire damage. Once it hits a 
target, the ammunition is no longer magical. 


CuCcKOO GLINTSTONE 


Wondrous Item, rare 

Lump of broken glintstone enwreathed with magic 
power. A “faux sorcery” used by the Knights of the 
Cuckoo. Craftable item. Launched straight ahead, using 
FP. A magic bolt springs forth from the point of impact. 

As an action, you can throw this stone on the ground 
d to produce 3 motes of glintstone. Each mote hits a 
creature of your choice that you can see within 60 feet. 
A mote deals 1d4+1 force damage to its target. The 
motes all strike simultaneously and you can direct them 
to hit one creature or several. 


CURSED-BLOOD POT 


Wondrous Item, rare 

Craftable item prepared using a ritual pot. Decorated 
with the crest of the Lord of Blood. Throw at enemies to 
douse them in accursed blood, causing summoned 
spirits to assail them with a rabid fervor. 

A childhood memory of the Lord of Blood. 

As an action, you can throw this pot up to 20 feet, 
shattering it on impact. Make a ranged attack against a 
creature or object, treating the fire pot as a simple 
weapon. Six wraiths burst out of the broken pot, each 
pursuing a randomly determined enemy creature within 
20 feet of the pot. Each wraith makes an attack roll 
against its target with +8 to hit, dealing 2d6 necrotic 
damage on a hit. 


DAPPLED CURED MEAT 


Wondrous Item, rare 
Cured strip of meat, dried out after pickling in a 
dappled medicinal solution. Craftable item. 
Temporarily boosts immunity, robustness, and focus. 
Consuming this meat invigorates the body, granting 
the user advantage on Constitution and Wisdom saving 
throws for 1 minute. 


EXALTED FLESH 


Wondrous Item, uncommon 

A lump of animal flesh pickled in a medicinal solution 
mixed with fiery spices. Craftable item. 

Temporarily boosts physical attack. 

Considered a delicacy in the badlands, this 
invigorating repast was for the exclusive benefit of those 
who they deem heroes. 

After consuming this flesh, you gain a +2 bonus to 
attack and damage rolls with weapons. 


EXPLOSIVE AMMUNITION 


Wondrous Item, uncommon 

Bolt tipped with a shard of Explosive Stone. Explodes 
on impact, dealing fire damage. 

When this arrow strikes a creature or object, each 
creature within 5 feet of that point must succeed on a 
DC 13 Dexterity saving throw or take 3d6 fire damage. 


EXPLOSIVE STONE CLUMP 


Wondrous Item, uncommon 

A clump of small stones with smoldering cores. 

Explodes when thrown together at enemies, inflicting 
fire damage. 

Miners employ these stones as tools for rock blasting, 
but have long forgotten how to craft them. 

As an action, you can throw this stone clump at a 
point up to 60 feet away. Each creature within 5 feet of 
that point must succeed on a DC 12 Dexterity saving 
throw or take 3d6 fire damage. 


FIRE AMMUNITION 


Wondrous Item, uncommon 
Arrow with the tip set alight. Deals fire damage. 
When a target is hit by a ranged weapon attack using 
this piece of magical ammunition ammunition, the 
target takes an extra 1d6 fire damage. Once it hits a 
target, the ammunition is no longer magical. 


FIREPROOF DRIED LIVER 


Wondrous Item, uncommon 

Cured animal liver, dried out after pickling in a red 
medicinal solution. Craftable item. 

Temporarily boosts fire damage negation, improving 
damage mitigation against attacks imbued with fire. 

Consuming this meat invigorates the body, granting 
the user resistance to fire damage for 1 minute. 


FLASK OF CERULEAN TEARS 


Wondrous Item, uncommon 

A sacred flask modelled after a golden holy chalice 
that was once graced by a tear of life. Filled with 
cerulean tears, this flask restores SP with use. Rest at a 
site of race to replenish. The one washed up on the 
gravesite was sure to die, until this flask offered its gift 
of rejuvenation. To seek the Elden Ring. 

This flask has 1 charge. As an action, you can expend 
a charge and regain 2 spell points when you drink from 
this flask. It regains all expended charges after you 
finish a long rest. 

While you rest at a Site of Grace, you can move 
charges to and from the Flask of Crimson Tears and the 
Flask of Cerulean tears as part of a long rest. You may 
also reinforce the flask with golden seeds and sacred 
tears. When you do so, the Flask of Cerulean Tears is 
reinforced simultaneously. Each sacred tear you offer to 
the flasks increases the healing you receive when you 
drink it by 2 SP. 


FLASK OF CRIMSON TEARS 


Wondrous Item, uncommon 

A sacred flask modelled after a golden holy chalice 
that was once graced by a tear of life. Filled with 
crimson tears, this flask restores HP with use. Rest at a 
site of race to replenish. The one washed up on the 
gravesite was sure to die, until this flask offered its gift 
of rejuvenation. To seek the Elden Ring. 

This flask has 2 charges. As an action, you can 
expend a charge and regain 1d4+1 hit points when you 
drink from this flask. It regains all expended charges 
after you finish a long rest. 


While you rest at a Site of Grace, you can move charges 
to and from the Flask of Crimson Tears and the Flask of 
Cerulean tears as part of a long rest. You may also 
reinforce the flask with golden seeds and sacred tears. 
When you do so, the Flask of Cerulean Tears is 
reinforced simultaneously. Each sacred tear you offer to 
the flasks increases the healing you receive when you 
drink it by 1d4+1. 

When you offer golden seeds to the flasks, their total 
number of charges increases according to the table 
below. 


CHARACTER ADVANCEMENT 


Golden Seeds Total Charges 
] 3 
2 4 
3 5 
4 6 
3) J 
6 8 


FLASK OF WONDROUS PHYSICK 


Wondrous Item, rare 

A relic of the physick chemists, priests of the Erdtree. 
Harnesses the powers of crystal tears, which only form 
after the passage of many moons. Various special 
effects are bestowed upon the drinker, dependent on 
the specific mixture of crystal tears. Rest at a site of 
Srace to replenish. 

Basins are placed at the feet of Minor Erdtrees 
throughout the Lands Between in order to collect their 
crystallized tears. 

This flask is initially empty, though it fills with 
invigorating fluids when crystal tears are placed within 
it. The flask can hold up to two crystal tears at a time, 
taking on the tears properties. The tears within the flask 
can be changed over the course of a long rest. Once the 
contents have been consumed as an action, the flask 
refills after you finish a long rest. 


FREEZING POT 


Wondrous Item, uncommon 

Craftable item prepared using a ritual pot. Engraved 
with the crest of the Carian Royals. Throw at enemies to 
cause buildup of frost. 

Originates from the cold, dark moon of Ranni, the 
Carian princess. 

As an action, you can throw this pot up to 20 feet, 
shattering it on impact. Make a ranged attack against a 
creature or object, treating the fire pot as a simple 
weapon. On a hit, the target and each creature within 5 
feet of it must succeed on a DC 15 Constitution saving 
throw or be frostbitten until the end of their next turn. 


FRENZYFLAME STONE 


Wondrous Item, rare 

Ruin Fragment blessed with an incantation of the 
Three Fingers. Craftable item. 

Used to generate warmth, continuously restoring the 
HP of those who host the frenzied flame. 

Confers madness upon those who have not adopted 
the flame. Take care not to mistake this for its gentler 
cousin. 

A warm glow emanates from this stone after you 
place it on the ground. For 1 minute afterwards, any 
creature who ends their turn within 5 feet of the stone 
regains 1 hit point. 


GLINTSTONE SCRAP 


Wondrous Item, uncommon 

Piece of glintstone tinged with unstable magic. Found 
in crystal tunnels. Break gem, using FP to produce a 
magic bolt. Poor quality and thereby easily broken, a 
sorcerer wouldn't give it a second look. 

As an action, you can crush this stone in your hand to 
produce a mote of glintstone. It hovers in the air fora 
moment before striking out and hitting a creature within 
30 feet of you. The dart deals 1d4+1 force damage to its 
target. 


GLOWSTONE 


Wondrous Item, common 

Polished Ruin Fragment that shines brighter than 
Rainbow Stone. Craftable item. Emits light from the 
location it is placed, illuminating surroundings. 
However, the effect is short-lived, and it lacks the 
diverse colors of rainbow stones. 

May serve some benefit in dark places, or at night 

As an action, you can drop one of these stones onto 
the ground. After it impacts, it begins to glow, shedding 
bright light in a 15-foot radius and dim light for an 
additional 15 feet. 


GOLD-PICKLED FOWL FOOT 


Wondrous Item, rare 

Four-toed foot of a fowl, pickled in a golden medicinal 
solution. Craftable item. 

Boosts the amount of runes obtained from defeating 
enemies for a certain duration. 

Since old times, the needy would scrape the meat 
clean even from a fowl’s claw. 

After consuming this foot, you gain twice as many 
runes from slaying enemies for 1 minute. 


GOLDEN AMMUNITION 


Wondrous Item, rare 

Carved arrows made in tandem with the Erdtree 
Bow. Deals holy damage. 

Highly effective against Those Who Live in Death, 
and able to prevent them from rising again. 

When a target is hit by a ranged weapon attack using 
this piece of magical ammunition ammunition, the 
target takes an extra 1d6 radiant damage. Once it hits a 
target, the ammunition is no longer magical. 


GRAVITY STONE CHUNK 


Wondrous Item, rare 

Shard of rock found in the wake of a meteorite strike. 
It is imbued with a particularly weighty magic. 

Throw at enemies to cause a gravitational explosion. 

The desperate ones who scavenge for these shards 
dub themselves “starcallers.” 

As an action you can throw this stone clump at a point 
you can see within 30 feet of you, shattering it on 
impact. A gravitational disruption tears open the ground 
in a 5-foot radius around it, creating difficult terrain in 
the area. Each creature in the area must succeed ona 
DC 11 Strength saving throw or take 2d4 force damage. 


GRAVITY STONE FAN 


Wondrous Item, rare 

Shard of rock found in the wake of a meteorite strike. 
It is imbued with a particularly weighty magic. 

Used to emit gravitational shockwave. 

The desperate ones which scavenge for these shards 
dub themselves “starcallers.” 

As an action you can crush this stone fan in your 
hand, projecting a a gravitational pulse in a 10-foot cone 
in front of you, destroying it in the process. The area 
becomes difficult terrain and each creature in the area 
must succeed on a DC 11 Strength saving throw or take 
2d6 force damage. 


HOLYPROOF DRIED LIVER 


Wondrous Item, uncommon 

Cured animal liver, dried out after pickling in a golden 
medicinal solution. Craftable item. 

Temporarily boosts holy damage negation, improving 
damage mitigation against attacks imbued with 
holiness. 

Consuming this meat invigorates the body, granting 
the user resistance to radiant damage for 1 minute. 


IMMUNIZING CURED MEAT 


Wondrous Item, rare 

Cured strip of meat, dried out after pickling in a green 
medicinal solution. Craftable item. 

Temporarily boosts immunity. 

Higher immunity helps to mitigate the buildup of 
various poisons and scarlet rot. 


Consuming this meat invigorates the body, granting 
the user advantage on saving throws against poison and 
scarlet rot for 1 minute. 


INVIGORATING CURED MEAT 


Wondrous Item, rare 

Cured strip of meat, dried out after pickling in a red 
medicinal solution. Craftable item. 

Temporarily boosts robustness. 

Higher robustness helps to mitigate the buildup of 
frost and blood loss. 

Consuming this meat invigorates the body, granting 
the user advantage on saving throws against Bleed and 
frostbite for 1 minute. 


IRONJAR AROMATIC 


Wondrous Item, rare 

Forbidden art of depraved perfumers. Craftable with 
a perfume bottle. 

Uses to temporarily turn body to steel, boosting poise, 
resistances and damage negation at the expense of 
mobility and vulnerability to lightning. 

An art that requires fragments of hunted noble jars. 
Depraved perfumers are plainly in league with jar 
poachers. 

You may drink this aromatic, turning your body into 
iron. For a number of rounds equal to your proficiency 
bonus, you have resistance to nonmagical bludgeoning, 
piercing, and slashing damage. Your movement speed is 
reduced by half and you also have vulnerability to 
lightning damage. 


LANTERN 


Wondrous Item, common 

A small waist-worn lantern that illuminates 
surroundings. While its light is dimmer than that of a 
torch, it has the advantage of freeing up the user’s 
hands. 

A lantern casts bright light in a 10-foot radius and dim 
light for an additional 20 feet. Once lit, it burns 
indefinitely. It can be clipped to a belt loop to use 
without your hands. As an action, you can lower the 
hood, reducing the light to dim light in a 5-foot radius. 


LIGHTNING AMMUNITION 


Wondrous Item, uncommon 

Bolt tipped with a shard of Gravel Stone. Deals 
powerful lightning damage. 

Used by worshippers of the ancient dragons. 

When a target is hit by a ranged weapon attack using 
this piece of magical ammunition ammunition, the 
target takes an extra 1d6 lightning damage. Once it hits 
a target, the ammunition is no longer magical. 


LIGHTNINGPROOF DRIED LIVER 


Wondrous Item, uncommon 

Cured animal liver, dried out after pickling in an 
yellow medicinal solution. Craftable item. 

Temporarily boosts lightning damage negation, 
improving damage mitigation against attacks imbued 
with lightning. 

Consuming this meat invigorates the body, granting 
the user resistance to lightning damage for 1 minute. 


MAciIc AMMUNITION 


Wondrous Item, uncommon 

Arrow whittled from animal bones. The tip is daubed 
with a glintstone tincture. Deals magic damage. 

Craftable item. 

When a target is hit by a ranged weapon attack using 
this piece of magical ammunition ammunition, the 
target takes an extra 1d6 force damage. Once it hits a 
target, the ammunition is no longer magical. 


MARGIT’S SHACKLE 


Wondrous Item, unique 

A fetish bathed in golden magic. Shackles were used 
to bind the accursed people called the Omen, and these 
ones were made to keep a particular Omen under 
strictest confinement. 

Though faint, the shackles still retain vestiges of 
power — enough to trap the once-bound Margit on 
earth, if only for a short time. 

As an action, you can grip this shackle tightly, 
invoking the ancient binds that once held Margit in 
place. If Margit, the Fell Omen is within 120 feet of you, 
he must succeed on a DC 20 Constitution saving throw 
or be paralyzed until the end of your next turn. The 
shackle can’t be used this way again until the next 
dawn. 


MEMORY STONE 


Wondrous Item, rare 

A black, lightly beguiling stone. Prized by the 
sorcerers who produce them. Said to be a fragment of 
the black moon that once hung above the Eternal City. 

While wearing this amulet, you may prepare an 
additional spell as long as you have the Spellcasting or 
Pact Magic feature. 

If you do not prepare spells, you learn an additional 
spell that meets the requirements for a spell you would 
learn at your current level. This spell is tied to the 
memory stone when you where it, you cannot replace it 
until you level up. 


MIMIC’S VEIL AP in: 


Wondrous Item, rare 

Golden veil of intricate design. When Godrick was 
hounded from Leyndell, the Royal Capital, this was one 
of a multitude of treasures he took with him. Also 
known as “Marika’s Mischief”. 

As an action, you can drape this veil over your face 
and take the form of a Medium or Small object you can 
see until you take any damage or use an action to 
dismiss the illusion. The changes wrought by this spell 
fail to hold up to physical inspection. If you use this spell 
to appear thinner than you are, the hand of someone 
who reaches out to touch you would bump into you 
while it was seemingly still in midair. To discern that 
you are disguised, a creature can use its action to 
inspect your appearance and must succeed on a DC 15 
Intelligence (Investigation) check. 


MIQUELLA’S NEEDLE 


Wondrous Item, legendary 

One of the unalloyed gold needles that Miquella 
crafted to ward away the meddling of outer gods. 

Capable of subduing the flame of frenzy if inherited, 
allowing one to cheat fate and avoid becoming Lord of 
Frenzied Flame. 

However, the needle is as yet unfinished and can only 
be used in the heart of the storm beyond time said to be 
found in Faram Azula. 

As an action, you can place this needle within the 
flesh of a willing creature. The target takes 1 point of 
piercing damage. While the needle remains intact 
within their flesh, the creature is immune to the 
influence of Outer Gods. 


MoHG’s SHACKLE 


Wondrous Item, unique 

A fetish bathed in golden magic. Shackles were used 
to bind the accursed people called the Omen, and these 
ones were made to keep a particular Omen under 
strictest confinement. 

Though faint, the shackles still retain vestiges of 
power — enough to trap the once-bound Mohg on earth, 
if only for a short time. 

As an action, you can grip this shackle tightly, 
invoking the ancient binds that once held Mohg the 
Omen in place. If Mohg is within 120 feet of you, he 
must succeed on a DC 20 Constitution saving throw or 
be paralyzed until the end of your next turn. The shackle 
can’t be used this way again until the next dawn. 


NEUTRALIZING BOLUSES 


Wondrous Item, uncommon 
Green boluses made from cave moss. Craftable item. 
Alleviates poison buildup and cures poison ailment. 
Poison accumulates gradually, coming into effect 
once the threshold is reached. Poison ailment lowers 


A creature that consumes these boluses neutralizes 
poisons if they are poisoned. 


OMEN BAIRN 


Wondrous Item, rare 

Doll of a curseborn bairn. Use unleash wraiths that 
chase down foes. Omen babies have all their horns 
excised, causing most to perish. These fetishes are 
made to memorialize them. 

“Please, don’t hate me, or curse me. Please.” 

This bairn has 3 charges. As an action, you can 
expend one charge to draw on the bairn’s memories and 
create four wraiths that hunt down targets within 60 
feet of you. You can have them target or several. 

Make a ranged spell attack for each wraith with a +7 
bonus to hit. On a hit, the target takes 2d6 necrotic 
damage. 

The bairn regains 1d3 expended charges daily at 
dawn. 


PICKLED TURTLE NECK 


Wondrous Item, uncommon 

Turtle neck meat, pickled in a bitter medicinal 
solution. Craftable item. 

Temporarily boosts stamina recovery. 

The nutrients churn through the body, practically 
boiling out endless power. 

When you consume this meat as an action, you gain 
advantage on Strength checks and saving throws for 1 
minute. 


POISON AMMUNITION 


Wondrous Item, uncommon 

Arrow whittled from animal bones. The tip is daubed 
with venom. Afflicts targets with poison. 

Craftable item. 

When a target is hit by a ranged weapon attack using 
this piece of magical ammunition ammunition, the 
target takes an extra 1d6 poison damage. Once it hits a 
target, the ammunition is no longer magical. 


POISON SPRAYMIST 


Wondrous Item, rare 

Forbidden art of depraved perfumers. Craftable with 
a perfume bottle. 

Uses to release a poison mist from user’s mouth, 
causing a buildup of poison. 

Perfumed powder is held in the mouth to dissolve 
before being expelled. It was once a restorative art, or 
so it is said. 

You may take this aromatic into your mouth, spewing 
out a spray of flammable sparks in a 15-foot cone in 
front of you. Each creature in the area must make a DC 
15 Constitution saving throw. A creature takes 4d6 
poison damage on a failed save, or half as much damage 
on a successful one. 


POISONED STONE CLUMP 


Wondrous Item, uncommon 

A clump of small stones with poison cores. 

Throw together at enemies to cause buildup of 
poison. 

Miners employ these stones as tools for pest 
extermination, but have long forgotten how to craft 
them. 

As an action, you can throw this stone clump at a 
point up to 60 feet away. Each creature within 5 feet of 
that point must succeed on a DC 12 Dexterity saving 
throw or take 3d6 poison damage. 


PRESERVING BOLUSES 


Wondrous Item, uncommon 
Scarlet boluses made of cave moss. Craftable item. 
Alleviates scarlet rot buildup and cures rot aliment. 
Scarlet rot accumulates gradually, coming into effect 
once the threshold is reached. Scarlet rot ailment 
greatly lowers HP in steady increments for a period. 
A creature that consumes these boluses cures scarlet 
rot if they are afflicted with it. It confers no benefit for 
people in advanced stages of rot. 


PUREBLOOD KNIGHT’S MEDAL 


Wondrous Item, very rare 

Proof that one is a glorious knight of the new Dynasty 
of Mohgwyn that the Lord of Blood will inaugurate. Use 
to be granted audience with Mohg. 

Only, it is not yet time. For Mohg yet slumbers beside 
the Divinity. Be Patient. The new dynasty is nigh. 

As an action, you can speak this medal’s command 
word to teleport you and each creature of your choice 
within 10 feet of you to Moghwyn Palace. 


RADAHN’S SPEAR 


Wondrous Item, uncommon 

Greatarrows used by the General Radahns during the 
festival of combat. These are in fact the many spears 
with which he was stabbed by the Cleanrot Knights. 

Imbued with Radahn’s gravitational power. 

If an abberation takes damage from this arrow, the 
creature must make a DC 15 Constitution saving throw, 
taking an extra 3d10 piercing damage on a failed save, 
or half as much extra damage on a successful one. 

Once a Radahn’s Spear deals its extra damage to a 
creature, it becomes a nonmagical arrow. 


RADIANT BALDACHIN’S BLESSING 


Wondrous Item, very rare 

Protection of a hidden temple in the guise of a 
bedchamber. This blessing is of the utmost rarity. 

Uses to temporarily raise poise. The effect lasts 
longer than a mere favor. 

It’s said a deathbed companion will only produce a 
blessing of this kind for a champion but once in her 
entire life. The sole blessing which she imbues of her 
own volition. 

As an action, you can activate this blessing, you have 
advantage on saving throws againt being pushed, 
knocked prone, or frightened for 24 hours. 


RAINBOW STONE 


Wondrous Item, common 

Ruin Fragment that has undergone some simple 
processing. Craftable item. Stones such as these shine 
with the colors of the rainbow, making them useful 
markers when placed on the ground. 

Can also be dropped to gauge the distance of a fall. 
The higher the pitch of the sound, the higher the 
likelihood of the fall being fatal. Once used to entertain 
children on the fringes of the Lands Between 

As an action you may place one of these glowing, 
colored stones on the ground to serve as a marker for 


others. The stones give off dim light in a five foot radius. 


RAINBOW STONE AMMUNITION 


Wondrous Item, common 

Arrow whittled from animal bones tipped with chips 
of Rainbow Stone. Colored light shines at the point of 
impact. 

Craftable item. 

When a target is hit by a ranged weapon attack using 
this piece of magical ammunition ammunition, a small 
glowing stone is embedded at the point of impact. The 
stone glows a random color and sheds dim light in a 5- 
foot radius. If the target is a creature, it embeds itself 
into the target’s body. The target or another creature 
within five feet of it can use an action to remove it. 


RAW MEAT DUMPLING 


Wondrous Item, uncommon 

A pungent raw meatball, made succulent by virtue of 
being on the verge of turning. 

Restores HP but also poisons the user. 

Not recommended for those who prefer to know the 
origin of their meats. 

After consuming this food, you regain 4d4+4 hit 
points. You must also succeed on a DC 14 Constitution 
saving or be poisoned for 10 minutes. 


REGAL OMEN BAIRN 


Wondrous Item, legendary 

Doll of a curseborn bairn from the Erdtree’s royal 
line. Use to unleash many wraiths that chase down foes. 

Omen babies born of royalty do not have their horns 
excised, but instead are kept underground, 
unbeknownst to anyone, imprisoned for eternity. These 
memorial fetishes are fashioned in secret. 

This bairn has 3 charges. As an action, you can 
expend one charge to draw on the memories of 
Morgott’s imprisonment in the sewers to create four six 
wraiths that hunt down targets within 120 feet of you. 
You can have them target or several. 

Make a ranged spell attack for each wraith with a +10 
bonus to hit. On a hit, the target takes 3d6 necrotic 
damage. 

The bairn regains 1d3 expended charges daily at 
dawn. 


REJUVENATING BOLUSES 


Wondrous Item, uncommon 

Black boluses made of cave moss. Craftable item. 

Alleviates death blight buildup. 

Blight accumulates slowly, causing instant death once 
the threshold is reached. Take one of these in timely 
fashion to avoid such an event. 

Consuming these boluses reduces your levels of 
exhaustion by 1. 


ROT AMMUNITION 


Wondrous Item, rare 

Arrow whittled from animal bones. The tip is daubed 
with rot. Afflicts targets with scarlet rot. 

Craftable item. 

When a target is hit by a ranged weapon attack using 
this piece of magical ammunition ammunition, the 
target must succeed on a DC 13 Constitution saving 
throw or be afflicted with scarlet rot until the end of its 
next turn. Once it hits a target, the ammunition is no 
longer magical. 


RUNE ARC 


Wondrous Item, very rare 

A shard of the shattered Elden Ring. Grants the 
blessing of an equipped Great Rune upon use. Even if 
no Great Rune is equipped, it will slightly increase 
maximum HP upon use. 

The lower arc of the Elden Ring is held to be the 
basin in which its blessings pool. Perhaps this shard 
originates from that very arc. 

As an action, you may crush this rune and activate the 
latent potential of a Great Rune that you have possess. 
The effects of the Great Rune last until you finish a long 
rest. Your Sanity score also increases by one when you 
activate the arc. 


SCRIPTSTONE 


Wondrous Item, common 

Ruin Fragment with a cipher inscription. Craftable 
item. Uses FP to reveal more messages from other 
worlds. 

Words are gregarious things, drawn to one another 
much as people are. 

You can crush this stone in your hand, revealing 
messages from other worlds to help you along your 
journey. The messages may tell of traps nearby, hidden 
rooms, or ambushes as the DM determines. In the 
absence of nearby points of interest, the messages may 
just be words of encouragement or remarks about the 
area in general. 


SHATTERSHARD AMMUNITION 


Wondrous Item, uncommon 

Arrow whittled from animal bones tipped with a 
shard of crystal. Creates a resonating noise at the point 
of impact. 

Craftable item. 

When a target is hit by a ranged weapon attack using 
this piece of magical ammunition ammunition, the 
target must succeed on a DC 13 Constitution saving 
throw or be afflicted with scarlet rot until the end of its 
next turn. Once it hits a target, the ammunition is no 
longer magical. 


SHIELD GREASE 


Wondrous Item, rare 

Solidified Srease made from a mixture of magically 
resonant materials. Craftable item. 

Coats left-hand armament, boosting guarding ability 
and all forms of damage negations. 

Primarily used on shields. 

As an action, you spread this grease across a weapon 
shield you are wielding. For one minute, the shield’s AC 
bonus increases by 1. 

Shield greases can only be applied to common, 
uncommon, or rare shields. Only one shield grease can 
be applied to a shield at a time. 


SPARK AROMATIC 


Wondrous Item, very rare 

Art of the perfumers who fought In the Shattering. 
Craftable with a perfume bottle. 

Uses to broadly scatter sparks in a wide arc straight 
ahead. 

Though fire was prohibited to those who served the 


Erdtree, this rule was forgotten as the war drew ever on. 


You may take this aromatic into your mouth, spewing 
out a spray of flammable sparks in a 15-foot cone in 
front of you. Each creature in the area must make a DC 
15 Dexterity saving throw. A creature takes 4d6 fire 
damage on a failed save, or half as much damage on a 
successful one. 


SPECTRAL STEED WHISTLE 


Wondrous Item, unique 

A delicate Soldwork ring. Can be used as a finger 
whistle. Sound the whistle to summon and ride Torrent, 
the spectral steed. 

This whistle is used to summon a spectral steed 
named Torrent. As a bonus action, you may blow the 
whistle, causing Torrent to appear in the nearest 
unoccupied space. You may choose to summon Torrent 
underneath you already mounted. By using a bonus 
action to use the whistle again, you cause Torrent to 
return to the ether. Torrent regains all of his lost hit 
points after the whistle’s owner finishes a long rest. 

If Torrent is reduced to 0 hit points, he vanishes 
immediately. The whistle can be used to summon 
Torrent afterwards by expending a charge of the flask of 
crimson tears. 


SPELLPROOF DRIED LIVER 


Wondrous Item, uncommon 

Cured animal liver, dried out after pickling in a blue 
medicinal solution. Craftable item. 

Temporarily boosts magic damage negation, 
improving damage mitigation against attacks imbued 
with magic. 

Consuming this meat invigorates the body, granting 
the user resistance to force damage for 1 minute. 


St. TRINA’S AMMUNITION 


Wondrous Item, rare 

Arrow carved to resemble a withered water Iily. 
Afflicts targets with a powerful sleep effect. 

Priests of St. Trina use these arrows to spread their 
teachings. The sweet oblivion of sleep can become quite 
the habit. 

When this ammunition deals damage to a creature, it 
must succeed on a DC 13 Wisdom saving throw or fall 
unconscious until the end of its next turn, until the 
sleeper takes damage, or someone uses an action to 
shake or slap the sleeper awake. 

Undead and creatures immune to being charmed 
aren’t affected by this spell. 


STANCHING BOLUSES 


Wondrous Item, uncommon 

Red boluses made from cave moss. Craftable item. 

Alleviates impending blood lIoss. 

Blood loss escalates gradually, causing great damage 
once the threshold is reached. Take one of these in 
timely fashion to avoid such an event. 

As a reaction, a creature afflicted with bleed can 
consume these boluses to negate the Bleed effect before 
they make their saving throw. 


STARLIGHT SHARDS 


Wondrous Item, rare 

An ephemeral sliver that gives off a pale blue glow. 
What remains of a passing flash of starlight. 

Use to gradually recover FP. 

A prized item that was once used in the Eternal City 
as an ingredient in intoxicating draughts. 

As an action, you can crush this cerulean shard, 
destroying it in the process. For the next minute, you 
regain 1 SP at the beginning of your turn. This can refill 
either your normal pool of spell points or your martial 
spell point pool if you have one. 


STORMWING AMMUNITION 


Wondrous Item, uncommon 

Arrow whittled from animal bones fletched with 
stormhawk feathers. Craftable item. 

Flies enshrouded in storm winds, breaking enemy 
stances and guards with ease. 

A creature hit by this ammunition must succeed ona 
DC 12 Strength saving throw or be knocked prone. 


‘TALISMAN POUCH 


Wondrous Item, very rare 

Small, withered bag, knitted by hand. Bestowed upon 
the ruling lord, or those attempting to become Iord, by 
the elderly Finger Reader. 

As the voices of the Two Fingers, Finger Readers are 
said to live lives eternal, and one is even supposed to 
have served as a wetnurse to royalty. 

While this pouch is on your person, you may attune to 
an additional magic item. 


"TELESCOPE 


Wondrous Item, common 

Astrology tool used by members of the Carian royal 
family. A stolen part of a larger instrument. 

During the age of the Erdtree, Carian astrology 
withered on the vine. The fate once writ in the night 
skies had been fettered by the Golden Order. 

Objects viewed through a telescope are magnified to 
twice their size. 


"THAWFROST BOLUSES 


Wondrous Item, uncommon 

Ice-hued boluses made from cave moss. Craftable 
item. 

Alleviates buildup of frost and cures frostbite 
ailments. 

A creature that consumes these boluses cures 
frostbite if they are afflicted with it. 


UNALLOYED GOLD NEEDLE 


Wondrous Item, legendary 

An intricately crafted needle of unalloyed gold. Once 
snapped in half, it has been repaired by Sage Gowry. 

A ritual implement crafted to ward away the meddling 
of outer gods, it is thought capable of forestalling the 
incurable rotting sickness. 

“Now, all you need to do is deliver the needle to 
Millicent, convalescing in the church atop the cliff just 
beyond Sellia.” 


UPLIFTING AROMATIC 


Wondrous Item, uncommon 

Art of the perfumers who fought in the Shattering. 
Craftable with a perfume bottle. 

Uses to raise the attack power of the user and nearby 
allies while also reducing the damage from one 
incoming attack by half. This aromatic has an extremely 
potent morale-raising effect that makes those 
accustomed to it fearless in the face of death. It was this 
influence that made the perfumers exceptional 
commanders. 

You open this perfume bottle, scattering its contents 
into the air around you. Glittering dust surrounds each 
creature within five feet of you, becoming an opalescent 
sheen. The next time a shrouded target would take 
damage within the next minute, that damage is reduce 
to 1 and this effect ends. 


WARMING STONE 


Wondrous Item, uncommon 

Ruin Fragment blessed with an incantation of the 
Two Fingers. Craftable item. 

Used to generate warmth, continuously restoring the 
HP of those nearby. 

It’s said that the Erdtree was once as warm as the 
gentle sun, and would gradually heal all who bathed in 
its rays. 

A warm glow emanates from this stone after you 
place it on the ground. For 1 minute afterwards, any 
creature who ends their turn within 5 feet of the stone 
regains 1 hit point. 


WRAITH CALLING BELL 


Wondrous Item, rare 

Bell used by worshippers of revenants. Ring bell to 
summon prowling wraiths. Wraiths are said to be the 
vengeful spirits of those who died when cursed. 

This bell has 3 charges. As a bonus action, you can 
expend one charge to call a wraith from beyond the veil 
that hunts down a target within 30 feet of you. 

Make a ranged spell attack for each wraith with a +5 
bonus to hit. On a hit, the target takes 2d4 necrotic 
damage. 

The bell regains 1d3 expended charges daily at dawn. 


‘THROWING POT 


Wondrous Item, varies 

Craftable item prepared using a cracked pot. Pack 
ingredients inside that produce unique effects when 
broken afterwards. 

As an action, you can throw this pot up to 20 feet, 
shattering it on impact. As an action, you may throw this 
pot at a creature or point you can see within 20 feet of 
you. Make a ranged attack against a creature or object, 
treating the throwing pot as a simple ranged weapon. 
The pot shatters after being thrown and the empty pot 
used reforms in the thrower’s inventory at the end of 
their next long rest. 

Different throwing pots have different effects when 
shattered: 

Fire Pot: On a hit, the target takes 3d6 fire damage. 
Whether the attack hits or miss, the target and each 
other creature within five feet of it must succeed on a 
DC 13 Dexterity saving throw or take 1d6 fire damage. 

Oil Pot: On a hit, the target is covered in oil and takes 
an additional 4d6 fire damage the next time it takes fire 
damage in the next minute. 

Redmane Fire Pot: On a hit, the target takes 5d6 fire 
damage. Whether the attack hits or miss, the target and 
each other creature within five feet of it must succeed 
on a DC 13 Dexterity saving throw or take 2d6 fire 
damage. 

Giantsflame Fire Pot: On a hit, the target takes fire 
damage equal to 6d6 + your Wisdom modifier. Whether 
the attack hits or miss, the target and each other 
creature within five feet of it must succeed on a DC 13 
Dexterity saving throw or take fire damage equal to 2d6 
+ your Wisdom modifier. 

Magic Pot: On a hit, the target takes 4d6 force 
damage. 

Academy Magic Pot: On a hit, the target takes 6d6 
force damage. 

Lightning Pot: On a hit, the target takes 3d6 lightning 
damage. Whether the attack hits or miss, the target and 
each other creature within five feet of it must succeed 
on a DC 13 Dexterity saving throw or take 1d6 lightning 
damage. 

Ancient Dragonbolt Pot: On a hit, the target takes 
lightning damage equal to 6d6 + your Charisma 
modifier. Whether the attack hits or miss, the target and 
each other creature within five feet of it must succeed 
ona DC 17 Dexterity saving throw or take lightning 
damage equal to 3d6 + your Charisma modifier. 

Holy Water Pot: On a hit, an undead target takes 3d6 
radiant damage and cannot reanimate if killed within 
the next minute. 

Sacred Order Pot: On a hit, an undead target takes 
6d6 radiant damage and cannot reanimate if killed 
within a minute. 


Poison Pot: On a hit, the target takes 3d6 poison 
damage. When you throw the pot, you must succeed on 
a DC 12 Constitution saving throw or be poisoned until 
the end of your next turn. 

Fetid Pot: On a hit, the target must succeed on a DC 
14 Constitution saving throw or become poisoned for 1 
minute. The poisoned creature takes 1d6 poison 
damage at the start of their turns and can make an 
additional saving throw at the end of their turns, ending 
the condition on a success. When you throw the pot, you 
must succeed on a DC 14 Constitution saving throw or 
be poisoned until the end of your next turn. 

Rot Pot: On a hit, the target and each creature within 
5 feet of it must succeed on a DC 15 Constitution saving 
throw or be afflicted with the Rotting condition until the 
end of their next turn. 

Swarm Pot: On a hit, the target suffers from Bleed 2 
(DC 15). Freezing Pot: On a hit, the target and each 
creature within 5 feet of it must succeed on a DC 15 
Constitution saving throw or be frostbitten until the end 
of their next turn. 

Sleep Pot: On a hit, the target is affected as if it was 
targeted by the sleep spell. 

Volcano Pot: On a hit, the target takes 4d6 fire 
damage and a cloud of superheated gas appears in a 5- 
foot radius sphere around the target until the end of 
your next turn. Each creature that moves into the area 
or ends their turn there takes 2d6 fire damage. 

Rancor Pot: Four wraiths burst out of the broken pot, 
each pursuing a randomly determined enemy creature 
within 20 feet of the shattered pot. Each wraith makes 
an attack against its target with +6 to hit, dealing 2d6 
necrotic damage on a hit. 

Cursed-Blood Pot: Six wraiths burst out of the 
shattered pot, each pursuing a randomly determined 
enemy creature within 20 feet of the pot. Each wraith 
makes an attack roll against its target with +8 to hit, 
dealing 2d6 necrotic damage on a hit. 

Alluring Pot: Each Humanoid within 30 feet of the 
pot must succeed on a DC 14 Wisdom saving throw or 
be compelled to move to the point that the pot landed. 
Creatures in combat automatically succeed on the save, 
except for demi-humans. 

Beastlure Pot: Each Beast within 30 feet of the pot 
must succeed on a DC 14 Wisdom saving throw or be 
compelled to move to the point that the pot landed. 

Albinauric Pot: On a hit, the target cannot restore hit 
points using a flask of crimson tears, nor restore spell 
points using a flask of cerulean tears. 


WEAPON GREASE 


Wondrous Item, varies 

Solidified Srease made from a mixture of materials. 
Craftable item. 

Coats armament, adding damage to attacks. 

The effect lasts only for a short time. 

As an action, you spread this grease across a weapon 
you are wielding. Weapon greases can only be applied 
to weapons that deal only bludgeoning, piercing, or 
slashing damage. Only one weapon grease can be 
applied to a weapon at a time. The grease remains on 
the weapon for a number of rounds equal to your 
proficiency modifier. The effects of the grease depend 
on the type of grease applied: 

Fire: The weapon deals an additional 1d6 fire damage 
on a hit. 

Magic: The weapon deals an additional 1d6 force 
damage on a hit. 

Lighting: The weapon deals an additional 1d6 
lightning damage on a hit. 

Holy: The weapon deals an additional 1d6 radiant 
damage on a hit. 

Poison: The weapon deals an additional 1d6 poison 
damage on a hit. 

Rot: When you hit a creature with an attack with the 
weapon, it must succeed on a DC 13 Constitution 
saving throw or be afflicted with scarlet rot until the end 
of its next turn. 

Blood: The weapon inflicts Bleed 1 on a hit. 

Freezing: When you hit a creature with an attack with 
the weapon, it must succeed on a DC 13 Constitution 
saving throw or be frostbitten until the end of its next 
turn. 

Soporific: For one minute, when you hit a creature 
with an attack with the weapon, it must succeed ona 
DC 10 Wisdom saving throw or be fall unconcious until 
the end of its next turn, or until the sleeper takes 
damage, or someone uses an action to shake or slap the 
sleeper awake. 

Dragonwound: When you hit a Dragon with an attack 
with the weapon, it takes an additional 3d10 of the 
weapon’s damage type. 


SKILLS & ASHES OF WAR 
WEAPON SKILLS 


Weapon skills and affinities are described in the Elden 
Ring D&D Player’s Handbook. For your reference as 
Dungeon Master, a full catalog of the weapon skills in 
the game is below. 


Name 
Alabaster 
Lords’ Pull 


Ancient 
Lightning 
Spear 
Angel’s 
Wings 
Assassin’s 


Gambit 


Barbaric 
Roar 


Barrage 
Barricade 
Shield 


Bear 
Witness! 


Beast’s Roar 


Black Flame 


Tornado 


Blade of 
Death 


Blade of 


Gold 


Blood Blade 


Blood Tax 


Bloodblade 
Dance 


SP 


Cost Effect 


6 


1 


10 


N 


As an action, you can thrust this weapon into the ground, creating a gravitational disturbance in a 20- 
foot radius around you. Each creature of your choice in the area must make a Strength saving throw. 
On a failure, the creature takes 4d10 force damage, and is pulled in a straight line toward you, ending 
in an unoccupied space as close to you as possible. On a success, the creature takes half as much 
damage and is not pushed. 

As an action, you call a bolt of red lightning to this weapon, imbuing it with the power of ancient 
Gransax. Lifting you off the ground briefly, you release the lighting as a ranged spell attack using your 
Affinity modifier at a creature you can see within 300 feet of you. On a hit, the target takes 12d8 
lightning damage. 

As an action, you focus energy in this weapon’s blade. It glows white as you are pulled into the air. 
You fly up to 15 feet to an unocuppied space without provoking attacks of opportunity. When you 
land, you can make an attack at a creature within range. On a hit, the target takes an additional 1d8 
radiant damage and it can’t regain hit points until the start of your next turn. 

As an action, you run this weapon’s blade across your palm, inflicting 1d4 necrotic damage to 
yourself that cannot be reduced in any way. For the next minute, you gain advantage on Stealth 
checks. 

When you make your first attack on your turn, you can activate this ability, uttering a gutteral roar. 
Doing so gives you advantage on melee weapon attack rolls using Strength during this turn, but 
attack rolls against you have advantage until your next turn. 

When you make a ranged weapon attack on your turn, you can use your bonus action to make an 
additional attack with this weapon. 

As a bonus action, you reinforce this shield, increasing your AC by 1 until the beginning of your next 
turn. 

As an action, you grant life to the grafted dragon for just a moment. As it opens it’s mouth, it exhales 
fire in your choice of a 30-foot line out from you, a 20-foot cone out from you, or a 10-foot radius, 30- 
foot high cyclinder within 30 feet of you. Each creature in the area must make a Dexterity saving 
throw. A target takes 8d6 fire damage on a failed save, or half as much damage on a successful one. 
When you make an attack with this weapon, you may instead activate this skill to unleash a bestial 
roar from deep within. Make an ranged weapon attack with your Affinity modifier. On a hit, the target 
take bludgeoning damage equal to 1d8 + your Affinity modifier. 

As an action, you whip up a whirlwind of black flame in a 10-foot radius 50-foot high cylinder around 
you. The area of the whirlwind is difficult terrain. A creature must make a Dexterity saving throw the 
first time on a turn that it enters the whirlwind or ends their turn in the area, including when the 
whirlwind first appears. On a failed save, a creature takes 14d6 fire damage on a failed save, or half as 
much damage on a successful one. Damage from this skill ignores damage resistances and damage 
immunities of celestial creatures. 

As an action, you invoke the vestiges of Destined Death still held in this blade. A red-black flame 
coats the blade, shooting out as a ranged spell attack at a creature within 60 feet of you. This attack 
uses your Affinity modifier. On a hit, the target takes 4d6 radiant damage immediately and an 
additional 2d6 radiant damage at the end of its next turn. This attack is considered a ranged weapon 
attack for the purposes of the Sneak Attack ability. The target’s hit point maximum is reduced by an 
amount equal to the radiant damage taken. 

As an action, you charge this blade with golden flame that shoots out as a ranged spell attack at a 
creature within 60 feet of you. This attack uses your Affinity modifier. On a hit, the target takes 6d6 
radiant damage. This attack is considered a ranged weapon attack for the purposes of the Sneak 
Attack ability. 

As an action, you inflict 1d4 necrotic damage on yourself. This damage can’t be reduced in any way. 
Drawing your own blood onto your weapon, you unleash it as a projectile at a creature within 30 feet 
of you. Make a ranged weapon attack using your Affinity modifier. On a hit, the target takes 2d6 
necrotic damage is afflicted by Bleed 2. 

As a reaction to a creature within 30 feet of you failing a saving throw against Bleed, you may draw 
some of their lost blood into yourself. You regain hit points equal to half of the hit points lost from 
the Bleed effect. 

As a reaction to a creature within five feet of you failing a saving throw against Bleed, you may make 
an attack against them. If the target is afflicted by Bleed by being hit, it must make the Bleed save 
immediately. 
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As an action, you thrust this weapon into the invisible body of the Formless Mother. Bloodflame 
pours from the wound, raining down in a 30-foot radius, 30-foot tall cylinder centered on you. Each 
creature other than you in the area must make a Dexterity saving throw. On a failure, the creature 
takes 12d6 fire damage and is afflicted by Bleed 3. On a succesful save, the creatures takes half as 
much damage and isn’t afflicted by Bleed. 

As a bonus action, you take the Dash and Disengage action simultaneously. 


As a bonus action, you take the Disengage action. Until the end of your turn, you become invisible 
unless you attack or cast a spell. 

As a reaction to a creature hitting you with a melee attack, you thrust your shield towards your 
attacker, inflicting Bleed 1. 


As a bonus action, you coat this blade in blood, extending its reach by five feet until the end of your 


turn. If this weapon does not inflict Bleed, it also inflicts Bleed 2 for the same duration. If it does 
inflict Bleed, when you hit a creature with a weapon attack from this blade, it has Disadvantage on 
the next saving throw against Bleed it makes before the beginning of your next turn. 

As a bonus action, you bellow a boastful roar, declaring your dominance to the world. Until the 
beginning of your next turn, attack rolls against you have advantage, and you have resistance 
against bludgeoning, piercing, and slashing damage dealt by weapon attacks. 

You cast “oracle bubbles*. The spell does radiant damage instead of force damage 

You cast *carian greatsword*. The range of the spell increases by 10 feet. 


You cast *carian greatsword™. 


You cast *carian retaliation*. 
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If you move at least 20 feet towards a target hits it with a weapon attack on the same turn, you may Constitution 


activate this skill as a free action. If you do, the target takes an extra 5 (2d4) bludgeoning damage. If 


the target is a creature, it must succeed on a Strength saving throw or be knocked prone. 

You cast “freezing mist*. 

As an action, you command this weapon to engorge, doubling in size as it digs into the ground in 
front of you. The finger explodes outward in a flicking motion, upturning earth and flinging nearby 
creatures in a 15-foot cube in front of you. On a failed save, a creature takes 4d8 bludgeoning 


damage and is pushed a number of feet away from you equal to 5 times your Affinity modifier. On a 


successful save, the creature takes half as much damage and isn’t pushed. 

As a bonus action, you can invoke the latent anger of your gelatinous shield. It glows bright red 
until the end of your next turn. For the duration, the first time a creature makes an attack against 
you, you gain a bonus to damage rolls against it for the duration. The damage bonus equal to your 
Affinity modifier. 

When you take the Attack action on your turn, you use this skill as a free action to make an 
additional attack. When you hit a Bleeding creature with this weapon this turn, the Bleed DC 
increases by 2 instead of 1. 

As an action, you draw the power of corpse wax out of this blade, unleashing a pale imitaton of 
Destined Death in a 60-foot long, 5-foot wide line out from you in a direction you choose. Each 
creature in the line must make a Dexterity saving throw. A creature takes 8d6 radiant damage on a 
failed save, or half as much damage on a successful one. 

As a bonus action, you bury your weapon into the ground, carrying rocks and earth stuck to the 
blade when you pull it out. For a number of rounds equal to your proficiency bonus, creatures you 
hit with attack rolls with this weapon must succeed on a Strength saving throw or be knocked 
prone. 

As a bonus action, you invoke the cursed blood of this weapon’s former wielder. As bloodflame 
coats the weapon, it enters the bloodstreams of those it injures. Until the beginning of your turn, 
when a creature you’ve hit with a weapon attack fails a saving throw against Bleed, it takes an 
additional 2d6 fire damage for each hit die it rolls for bleed damage. 

As a bonus action, you coat this blade in blackflame, imbued with Godwyn’s death blight. For the 
next minute, when you hit a humanoid creature with this weapon for the first time each turn, it 
must succeed on a Constitution saving throw or gain a level of exhaustion. 
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Name Cost Effect Affinity 
Destined Death 10 As an action, you invoke the unbound rune of death. A red-black flame surrounds your weapon, Wisdom 

gathering around it in an inferno until it releases as a flurry of innumerable blades made of pure 

Death. Each creature within 15 feet of you must make a Dexterity saving throw. On a failed save, the 

target takes 12d12 radiant damage immediately and 6d12 radiant damage at the end of its next 

turn. On a successful save, the target takes half of the initial damage and no damage at the end of 

its next turn. The target’s hit point maximum is reduced by an amount equal to the radiant damage 

taken in either case. Damage from this skill cannot be reduced by any means. 


Determination 1 As a bonus action, you focus your resolve. Until your next turn, you gain advantage on your first Constitution 
attack roll. 

Devourer of As an action, you slam the hilt of your weapon into the ground, drawing the vitality of others into | Charisma 

Worlds yourself. Each creature within 20 feet of you must make a Charisma saving throw. On a failed save, 


the creature takes 5d6 necrotic damage and you regain hit points equal to half the total damage 
dealt. On a successful save, the creatures takes half as much damage and you don’t regain hit 


points. 
Double Slash 4 When you take the Attack action on your turn, you use this skill as a free action to make an Dexterity 
additional attack. 
Dynast’s 4 As a reaction to another creature hitting you with a melee attack, you can add your Affinity modifier Dexterity 
Finesse to your AC, potentially causing the attack to miss you. If it does, you may make an attack with this 


weapon at your attacker as part of the same reaction if they are within your reach. 
Earthshaker 2 You thrust your weapon into the ground, mustering strength to cause an earthquake nearby. Each Strength 
creature within 10 feet of you must make a Strength saving throw. On a failed save, a target takes 
2d6 bludgeoning damage and is knocked prone. On a successful save, the creature takes half 
damage, but suffers no other effect. 


Enchanted 1 When you take make a ranged attack with this weapon, you may activate this skill to ignore the Dexterity 

Shot penalty imposed by half or three-quarters cover. If the target has full cover, but the 

Endure 0 As anaction, you steel yourself to harm for a brief time. Until the end of your next turn, youhave — Strength 
resistance against bludgeoning, piercing, and slashing damage dealt by weapon attacks. 

Eochaid’s 0 When you take the Attack action while this sword is hovering, you use skill to many any number of Dexterity 

Dancing Blade attacks with the hovering sword instead. 


Erdtree Slam 6 As anaction you leap into the air, moving up to 15 feet to an unoccupied space without provoking Wisdom 
attacks of opportunity. You collect golden energy along the way before slamming down. Each 
creature within 15-feet of the point you land must make a Constitution saving throw. A target takes 
8d6 radiant damage on a failed save, or half as much damage on a successful one. 
Eruption 4 When you hit a creature with a melee attack with this weapon, you may activate this skill to slam Charisma 
your weapon in the ground. Pulling it from the earth, you leave a puddle of magma in a five-foot 
square in the target’s space adjacent to you. The target takes an additional 4d6 fire damage. The 
magma is difficult terrain and remains in the space for 1 minute before hardening. Any creature 
that enters the area for the first time on a turn or ends its turn in there takes 4d6 fire damage. 
Establishing 10 As anaction, you may hold this blade out to your side, invoking the golden order as a golden wave Wisdom 
Order explodes out from you in a 10-foot radius. Each creature in the area must make a Charisma saving 
throw. On a failed save, a creature suffers an effect based on its current hit points. « 50 hit points or 
fewer - deafened for 1 minute + 40 hit points or fewer - deafened and blinded for 10 minutes « 30 hit 
points or fewer - blinded, deafened, and stunned for 1 hour « 20 hit points or fewer - killed instantly 
For the next minute, as an action you can produce a wide arc of divine energy in a 15-foot wide, 30- 
foot long line from you in a direction of your choice. Each creature in the line must make a Dexterity 
saving throw. A creature takes 5d8 radiant damage on a failed save, or half as much damage ona 
successful one. 
Familial Rancor 5 = You cast *rancorcall*. Intelligence 
Fire Parry 2 Asa reaction to taking damage, you imbue your shield with hardened obsidian. Raising itin your = Strength 
defense, you gain resistance to fire damage until the start of your next turn. 
Firebreather 2 You cast *burning hands*. Charisma 


SP 


Name Cost Effect Affinity 
Fires of 2. Asanaction, you blow ghostly white flame from this torch, drawing creatures into a magical slumber. Wisdom 
Slumber Roll 5d8, the total is how many hit points of creatures this spell can affect. Creatures within 20 feet of a 


point you choose within range are affected in ascending order of their current hit points (ignoring 

unconscious creatures). You may spend an additional spell point, up to a maximum number of 

additional points equal to your Affinity modifier, to roll an additional 1d8 and add it to the total. 

Starting with the creature that has the lowest current hit points, each creature affected by this spell 

falls unconscious until the spell ends, the sleeper takes damage, or someone uses an action to shake 

or slap the sleeper awake. Subtract each creature’s hit points from the total before moving on to the 

creature with the next lowest hit points. A creature’s hit points must be equal to or less than the 

remaining total for that creature to be affected. Undead and creatures immune to being charmed 

aren't affected by this skill. 
Flame 5 Asan, you imbue your weapon with giants flame as it extends to add an additional 5 feet to your Charisma 
Dance reach. You may make an attack at any number of creatures that are in separate range increments from 

you. For instance, if your reach is 15 feet, you can make an attack against three targets: one 5 feet 

away, one 10 feet away, and one 15 feet away. If a creature is Large or larger, and thus can span 

multiple range increments, they may be attacked more than once as long as they are within available 

range increments. 
Flame ofthe 4 ~—As anaction, a thin sheet of flames shoots forth from both of your hands. Each creature in a 30-foot Charisma 


Redmanes cone must make a Dexterity saving throw. A creature takes 6d6 fire damage on a failed save, or half as 

much damage on a successful one. 
Flame Spit 5 You cast *cannon of haima™, except that it deals fire damage instead of force. Constitution 
Flaming 5 As anaction, you run your hand along this weapon, igniting it for 1 minute. While the sword is ablaze, Charisma 
Strike it deals an extra 2d6 fire damage to any target it hits. 
Flowing 2 Asa bonus action, you transform your blade into liquid metal, extending its reach by 15 feet until the Dexterity 
Form end of your turn. 
Frenzyflame 6 You leap into the air, slamming this weapon down into the earth while frenzyflame bursts from you. Charisma 
Thrust Each creature in a 15-foot cube originating from you must make a Wisdom saving throw. On a failed 


save, a creature takes 2d8 psychic damage and is stunned untilt he end of your next turn. On a 
successful save, the creature takes half as much damage and isn’t stunned. When you activate this 
skill, you must succeed on a DC 10 Wisdom saving throw be be stunned until the end of your next 
turn. 
Frost Parry 2 Asa reaction to taking damage, you imbue your shield with chilling frost. Raising itin your defense, Strength 
you gain resistance to cold damage until the start of your next turn. 
Ghostflame 6 Asanaction, you create a wall of ghostflame on a solid surface within range. You can make the wall up Intelligence 
Ignition to 60 feet long, 20 feet high, and 1 foot thick, or a ringed wall up to 20 feet in diameter, 20 feet high, 
and 1 foot thick. The wall is opaque and lasts for the duration. When the wall appears, each creature 
within its area must make a Dexterity saving throw. On a failed save, a creature takes 5d8 cold 
damage, or half as much damage on a successful save. One side of the wall, selected by you when you 
use this skill, deals 5d8 cold damage to each creature that ends its turn within 10 feet of that side or 
inside the wall. A creature takes the same damage when it enters the wall for the first time on a turn or 
ends its turn there. The other side of the wall deals no damage. 
Envenom 4  Youcanusean action to cause thick, black poison to coat the blade. The poison remains for 1 minute Dexterity 
or until an attack using this weapon hits a creature. That creature must succeed on a DC 15 
Constitution saving throw or take 2d10 poison damage and become poisoned for 1 minute. The 
dagger can’t be used this way again until the next dawn. 
Giant Hunt 1 When you make an attack roll against a Huge or larger creature, you may activate this skill as a free | Constitution 
action to gain advantage on the roll. 


Glintblade 3 Youcast *glintstone phalanx*. Intelligence 
Phalanx 

Glintstone 3  Youcast *glintstone pebble*, followed by a melee attack with this weapon at a creature within your Intelligence 
Dart reach. 

Glintstone 0 Youcast *glintstone pebble*. Intelligence 
Pebble 


Gold Breaker 13. Asa free action, you raise this hammer to the sky as it lifts you into the air in turn. Until the end of Wisdom 
your turn, you have a flying speed of 60 feet. When you make an attack with this weapon for the 
duration, you slam the hammer into the ground, creating a golden explosion around you. Each 
creature of your choice in a 20-foot radius, 10-foot tall sphere centered on your target must make a 
Dexterity saving throw. A target takes 10d10 radiant damage on a failed save, or half as much damage 
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You create a number of golden darts equal to your Affinity modifier and hurl them at targets within 
range. You can hurl them at one target or several. Make a ranged spell attack with your Affinity modifier 
for each dart. On a hit, the target takes 2d6 radiant damage. 

As a reaction to taking damage, you imbue your shield with brilliant gold. Raising it in your defense, you 
gain resistance to radiant damage until the start of your next turn. 

As a reaction to being targetted by a ranged spell attack, you can raise your shield and produce an 
Erdtree sigil, imposing disadvantage on the attack roll. If the attack misses, the sigil turns into a golden 
dart that hits the attacker, dealing radiant damage equal to 1d4 + your Affinity modifier. 

You leap into the air, moving up to 10 feet horizontally and vertically before crashing down to earth and 
creating a 10-foot radius shockwave around you. You take no falling damage for the duration of the leap. 
Each creature in the area make a Dexterity saving throw. On a successful save, the target takes radiant 
damage equal to the amount of falling damage you would have taken after the fall. On a successful 
save, the target takes half as much damage. 

As an action, you run your hand along this weapon, blessing it with gold it for 1 minute. While the 
sword is blessed, it deals an extra 2d6 radiant damage to any target it hits. 

You cast *golden vow*. 

As an action, you can thrust this weapon into the ground, creating a gravitational disturbance in a 15- 
foot radius around you. Each creature of your choice in the area must make a Strength saving throw. On 
a failure, the creature takes 2d10 force damage, and is pulled in a straight line toward you, ending in an 
unoccupied space as close to you as possible. On a success, the creature takes half as much damage 
and is not pulled. 

As an action, you collect gravitational magic around a creature that you can see within range. The target 
must succeed on a Dexterity saving throw or take 3d12 bludgeoning damage. The target gains no 
benefit from cover for this saving throw. 

You cast great *great oracular bubble*. The spell deals radiant damage instead of force. 


As an action while fighting a Great Serpent, you focus the light beam this weapon into one great strike. 
Make an attack at the Serpent. On a hit, the attack is automatically considered a critical hit and the 
target must succeed on a Constitution saving throw or become stunned until the beginning of your next 
turn. 

You leap into the air, moving up to 10 feet horizontally and vertically before crashing down to earth and 
creating a 10-foot radius shockwave around you. You take no falling damage for the duration of the leap. 
Each creature in the area make a Dexterity saving throw. On a successful save, the target takes 
bludgeoning damage equal to the amount of falling damage you would have taken after the fall. On a 
successful save, the target takes half as much damage. 

You create a seismic disturbance at a point on the ground that you can see within range. For the 
duration, an intense tremor rips through the ground in a 100-foot- radius circle centered on that point 
and shakes creatures and structures in contact with the ground in that area. The ground in the area 
becomes difficult terrain. Each creature on the ground that is concentrating must make a Constitution 
saving throw. On a failed save, the creature’s concentration is broken. When you use this skill, you may 
concentrate on it as if you cast it a spell. At the end of each turn you spend concentrating on it, each 
creature on the ground in the area must make a Dexterity saving throw. On a failed save, the creature is 
knocked prone. This spell can have additional effects depending on the terrain in the area, as 
determined by the DM. Fissures. Fissures open throughout the spell’s area at the start of your next turn 
after you cast the spell for up to a minute. A total of 1d6 such fissures open in locations chosen by the 
DM. Each is 1d10 x 10 feet deep, 10 feet wide, and extends from one edge of the spell’s area to the 
opposite side. A creature standing on a spot where a fissure opens must succeed on a Dexterity saving 
throw or fall in. A creature that successfully saves moves with the fissure’s edge as it opens. A fissure 
that opens beneath a structure causes it to automatically collapse (see below). Structures. The tremor 
deals 50 bludgeoning damage to any structure in contact with the ground in the area when you cast the 
spell and at the start of each of your turns until the effect ends. If a structure drops to 0 hit points, it 
collapses and potentially damages nearby creatures. A creature within half the distance of a structure’s 
height must make a Dexterity saving throw. On a failed save, the creature takes 5d6 bludgeoning 
damage, is knocked prone, and is buried in the rubble, requiring a DC 20 Strength (Athletics) check as 
an action to escape. The DM can adjust the DC higher or lower, depending on the nature of the rubble. 
On a successful save, the creature takes half as much damage and doesn’t fall prone or become buried. 
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As an action, you stomp on the ground, sending a chilling frost out from you in a 20-foot cone along 
the ground. Each creature in the area must make a Constitution saving throw. On a failed save, the 
target takes 3d4 cold damage and becomes frostbitten for 1 minute. At the end of each of its turns, 
the target can make another Constitution saving throw, ending the frostbite on a success. Ona 
successful save, the target takes half as much cold damage and is not frostbitten. 

Raising your shield aloft, you create an Erdtree emblem in a 10-foot radius on the ground beneath 
you. The emblem persists for 1 minute or until you lose your concentration (as if you were 
concentrating on a spell). Any creature of your choice that ends its turn in the area regains hit points 
equal to 1d6 + your Affinity modifier. 

As a reaction to a creature within five feet of you making a melee attack against you, you thrust your 
shield towards them. Make a melee weapon attack with your Affinity modifier at the creature. On a 
hit, the target takes piercing damage equal to 1d8 + your Affinity modifier. If this reduces the target to 
0 hit points, the triggering attack is nullified. 

As an action, you slam this weapon into the ground repeatedly, ripping the earth up around you ina 


15-foot radius around you. Each creature in the area must make a Strength saving throw. On a failure, 
the creature takes 5d6 bludgeoning damage and is knocked prone. On a success, the target takes half 


as much damage and is not knocked prone. For the next minute, the area is difficult terrain. 
You cast honed bolt. 


When you make an attack with this weapon, you may instead activate this skill to conjure a spear 
made of ice. Make an ranged weapon attack with your Affinity modifier. On a hit, the target take cold 


damage equal to 1d6 + your Affinity modifier. The target must succeed on a Constitution saving throw 


or be frostbitten until the end of its next turn. 

As a reaction, you imbue your shield with a cloud of preservative spores. Raising it in your defense, 
you gain advantage on saving throws against the Rotting condition until the start of your next turn. 
When you attack with this weapon, you may activate this skill as a free action to increase the reach of 
the attack by 5 feet. 
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As a bonus action, you may shove a creature within five feet of you. You may use your Affinity modifer Strength 


in place of strength for the shove. 

Raising this scepter aloft, you draw every creature within 100 feet of you, including yourself, into the 
realm of the All-Knowing. This effect persists for 1 minute or until you lose your concentration (as if 
you were concentrating on a spell). For the duration, damage resistances, immunities, and 
vulnerabilities of creatures in the area are nullified. 

As a bonus action, you raise your blade aloft, invoking the Golden Order and blessing up to 6 
creatures within 30 feet of you. Blessed creatures weapon attacks deal an extra 1d4 radiant damage 
on a hit. The effect persists for 1 minute or until you lose your concentration (as if you were 
concentrating on a spell). 

As an action, your fist wreathes itself in shadow and flame. Make a melee spell attack against a 
creature within your reach. On a hit, the target takes 3d6 necrotic damage, and you regain hit points 
equal to half the amount of necrotic damage dealt. 

As a reaction to taking damage, you imbue your shield with lightning. Raising it in your defense, you 
gain resistance to lightning damage until the start of your next turn. 

As a bonus action, you duck into a tight roll, charging yourself with lightning. For the duration, your 
speed increases by 15 feet and moving doesn’t provoke opportunity attacks. When you move within 5 
feet of a creature or an object that isn’t being worn or carried, it takes 1d6 lightning. A creature or 
object can take this damage only once during a turn. 

As an action, you run your raise your blade to the heavens, imbuing it with lightning it for 1 minute. 
While the sword is blessed, it deals an extra 2d6 lightning damage to any target it hits. 

Before you make a melee attack with this weapon, you can activate the skill as a free action to take a 
-5 penalty to the attack roll. If the attack hits, you add +10 to the attack’s damage. 

As an action, you focus energy in this weapon’s blade. It glows blue with glintstone magic as you are 
pulled into the air. You fly up to 15 feet to an unocuppied space without provoking attacks of 
opportunity. When you land, you can make an attack at a creature within range. On a hit, the target 
takes an additional 1d12 force damage. 

As a reaction to taking damage, you imbue your shield with glintstones. Raising it in your defense, 
you gain resistance to force damage until the start of your next turn. 
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Name Cost Effect Affinity 
Magma 5 As an action, you leap into the air, gripping this weaon with both hands and slamming it down into the Strength 
Guillotine ground. Magma bursts from the ground in a 10-foot radius around you, coating the ground before it 


hardens after a minute. The area is difficult terrain until the magma dissipates. Any creature that enters 
the area for the first time on a turn or ends its turn there takes 3d6 fire damage. Until the end of your 
next turn, you are immune to damage from magma. 
Magma 4 When you hit a creature within attack, you can activate this skill to scatter magma in a five foot square Strength 
Shower in the target’s space, coating the ground before it hardens after a minute. The area is difficult terrain 
until the magma dissipates. Any creature that enters the area for the first time on a turn or ends its turn 
there takes 3d6 fire damage. Until the end of your next turn, you are immune to damage from walking 
on magma. 
Mighty Shot 1 Until the end of your turn, before you make an attack with this weapon, you can choose to take a -5 Dexterity 
penalty to the attack roll. If that attack hits, you add +10 to the attack’s damage. 
Miquella’s 2 When you make an attack with this wepaon, you may instead swing this weapon into the air, conjuring Wisdom 


Ring of Light a ring of light that hovers for a moment before shooting forward. Make a ranged spell attack at a 

creature within 30 feet of you. On a hit, the target takes 2d10 radiant damage. 
Mists of 8 As anaction, you create a cloud of silver mist in a 10-foot radius sphere centered on a point within 45 Wisdom 
Slumber feet of you. Each creature in the area must succeed on a Wisdom saving throw or falls unconscious. It 


wakes up if it takes any damage or if another creature uses its action to shake the sleeper awake. 
Moonlight 3 When you make an attack with this weapon, you can raise it to the sky and invoke the dark moon as a_ Intelligence 
Greatsword free action. Instead of making a melee attack, you may instead create an arc of frozen moonlight that 
shoots out towards a creature you can see within 60 feet of you. Make a ranged spell attack at the 
target. On a hit, the target takes 4d10 cold damage and must succeed on a Constitution saving throw 
or become frostbitten until the end of their next turn. 
Nebula 5 You open a gateway to the dark between the stars, a region infested with unknown horrors. A 20-foot- _ Intelligence 
radius sphere of blackness and bitter cold appears, centered on a point within 150-feet. The effect 
persists for 1 minute or until you lose your concentration (as if you were concentrating on a spell). This 
void is filled with a cacophony of soft whispers and slurping noises that can be heard up to 30 feet 
away. No light, magical or otherwise, can illuminate the area, and creatures fully within the area are 
blinded. The void creates a warp in the fabric of space, and the area is difficult terrain. Any creature that 
starts its turn in the area takes 2d6 cold damage. Any creature that ends its turn in the area must 
succeed on a Dexterity saving throw or take 2d6 acid damage as milky, otherworldly tentacles rub 


against it. 
Night-and- 13 This weapon’s affinity modifier is equal to the lower of your Intelligence and Wisdom modfiiers. As an Special 
Flame action, you hold this weapon level and prepare to unleash the power of the moon and heretical flame in 
Stance tandem. You must concentrate until your next turn as if you were concentrating on a spell. If your 


concentration was not broken, you can choose either Night or Flame from the options below. Night: 
You cast *comet azur*. At the beginning of each subsequent turn, if you are still concentrating on the 
spell you must spend an additional 5 SP to maintain concentration. Flame: You swing your sword, 
producing a wave of flame that explodes outwardsfrom you. Each creature in a 60-foot cone centered 
on that point must make a Dexterity saving throw. A target takes 12d12 fire damage on a failed save, or 
half as much damage on a successful one. 


Nimble 1 Asa reaction to another creature hitting you with a melee attack, you can add +2 to your AC, potentially Dexterity 
Parry causing the attack to miss you 

No No effect #N/A 
None No effect #N/A 
Oath of 5 Asan action, you may renew the oath of vengeance that was made during the weapon’s creation. For Strength 
Vengeance the next minute, all of your Ability Scores increase by 1, up to a maximum of 22. 

Onyx Lord’s 6 As anaction, you can thrust this weapon into the ground, creating a gravitational disturbance ina 15- Intelligence 
Repulsion foot radius around you. Each creature of your choice in the area must make a Strength saving throw. 


On a failure, the creature takes 4d10 force damage, and is pushed 20 feet away from you. On a success, 

the creature takes half as much damage and is not pushed. 
Oracular 6 You conjure a 5-foot diameter bubble of magic. The bubble drifts 15 feet towards a point you choose _ Intelligence 
Bubble within range. The bubble moves an additional 15 feet at the beginning of each of your turns. When the 

spell ends, or when the bubble collides with a creature or object, the bubble pops in a 5-foot radius 

burst. Each creature in the area must succeed on a Dexterity saving throw or take 4d6 force damage. 


SP 


Name Cost Effect Affinity 
Ordovis’s 5 As an action, you gather the red-gold magic of the Crucible into this weapon, spinning it rapidlyin Strength 
Vortex your hand before slamming it in the ground. Each creature other creature within 15 feet of you must 


make a Dexterity saving throw. A creature takes 8d6 radiant damage on a failed save, or half as much 
damage on a successful one. 
Parry 1 As a reaction to another creature hitting you with a melee attack, you can add +1 to your AC, Dexterity 
potentially causing the attack to miss you. 
Phantom 4  Asabonus action, you summon a ghostly double of yourself in an unocuppied space you can see Constitution 
Slash within 60 feet of you. When you take the Attack action on your turn, any attack you make with that 
action can originate from your space or the echo’s space. You make this choice for each attack. The 
spirit vanishes at the end of your turn. 
Piercing Fang 1 When you make an attack with this weapon, you may activate this skill to gain advantage on the Dexterity 
attack if the target is wearing medium or heavy armor, or a shield. 
Poison Moth 3 As an action, you cause thick, black poison to coat the blade of this weapon. The poison remains for Charisma 


Flight 1 minute or until an attack using this weapon hits a creature. That creature must succeed on a DC 15 
Constitution saving throw or take 2d10 poison damage and become poisoned for 1 minute. 

Poisonous 2 You cast *poisonous mist*. Charisma 

Mist 

Prayerful 3 When you hit a creature with this weapon, you may activate this skill as a free action to regain hit Wisdom 

Strike points equal to half of the damage inflicted. You can only activate this skill once per turn. 

Prelate’s 2 Asabonus action, you slam your weapon into the ground, rushing forward in a burst of speed until Charisma 

Charge the end of your turn. Your speed increases by 20 feet and moving doesn’t provoke opportunity 


attacks. When you move within 5 feet of a creature or an object that isn’t being worn or carried, it 
takes 1d6 fire damage from your trail of heat. A creature or object can take this damage only once 
during a turn. 
Quickstep 1 As a bonus action, you move up to 5 feet in any direction without provoking attacks of opportunity. Dexterity 
Your movement speed is reduced to 0 until the end of your turn. 
Radahn’s 7 You fire an arrow into the air, magically duplicating it as dozens of gravity-infused arrows rain down Dexterity 
Rain in a 20-foot radius, 60-foot high cylinder centered on a point you can see within range. Each creature 
in the area must make a Dexterity saving throw. A creature takes 6d6 damage on a failed save, or half 
as much damage on a successful one. The damage type is the same as that of the weapon or 
ammunition used as a component. 
Rain of 5 You fire an arrow into the air, magically duplicating it as dozens of arrows rain down in a 10-foot Dexterity 
Arrows radius, 60-foot high cylinder centered on a point you can see within range. Each creature in the area 
must make a Dexterity saving throw. A creature takes 3d8 damage on a failed save, or half as much 
damage on a successful one. The damage type is the same as that of the weapon or ammunition 
used as a component. 
Rallying 6 Asan action, you hold the war banner aloft and let the banner fly. You and up to six creatures you can Charisma 
Standard see within 30 feet of you are emboldened for 1 minute. Each emboldened creature is immune to 
being frightened and gains temporary hit points equal to your Affinity modifier at the start of each of 
its turns. A creature must be within 30 feet of you to gain these benefits. This effect ends if you aren’t 
wielding this weapon or if you are incapacitated. 
Raptor of the 4 = When an attacker that you can see hits you with an attack, you can use your reaction to vanish into a Dexterity 
Mists mist, halving the attack’s damage against you. 
Regal 2 You cast *beast claw*. Strength 
Beastclaw 
RegalRoar 8 Asan action, you unleash a roar fit for a true king. Each creature of your that is within 120 feet of you Strength 
and can hear you must succeed on a Wisdom saving throw or become frightened for 1 minute. A 
creature can repeat the saving throw at the end of each of its turns, ending the effect on itself on a 


SUCCESS. 

Repeating 3  Asabonus action, you make an attack with this weapon at a creature within range. Dexterity 
Thrust 

Rosus’s 7 _- You cast *tibia’s summons*. Intelligence 
Summons 

Royal 3 Asabonus action, you focus your resolve. Until your next turn, you gain advantage on all the attack Constitution 
Knight’s rolls you make during this turn. 

Resolve 

Ruinous As a bonus action, you invoke the Helphen, coating this blade in ghostflame for a number of rounds Intelligence 
Ghostflame equal to you Affinity modifier (minimum 1 round). For the duration, attacks with this weapon deal 
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Constitution saving throw or become frostbitten until the beginning of your next turn. 


SP 


Name Cost Effect Affinity 
Sacred 2  Asanaction, you charge this blade with golden light that shoots out as a ranged spell attack at a creature Wisdom 
Blade within 30 feet of you. Make a ranged spell attack against the target. On a hit, the target takes 4d6 radiant 


damage, and the next attack roll made against this target before the end of your next turn has advantage, 
thanks to the mystical dim light glittering on the target until then. 
Sacred 2 Asa bonus action, your raise your blade aloft, invoking the Golden Order. Your weapon attacks dealan Wisdom 


Order extra 1d4 radiant damage on a hit. The effect persists for 1 minute or until you lose your concentration 

(as if you were concentrating on a spell). 
Sacred 5  Asanaction, you summon dozens of spears made from holy light that burst from the ground ina20- Wisdom 
Phalanx foot cone in front of you. The area is difficult terrain until the spears disappear at the end of your next 


turn. Each creature in the area must make a Dexterity saving throw. On a failed save, the target takes 3d6 
piercing damage and is retrained until the end of your next turn. On a successful save, the target takes 
half damage and is not restrained. 


Sacred 2  Asanaction, you swing this weapon into the air, conjuring a ring of light that hovers for a moment Wisdom 
Ring of before shooting forward.. Make a ranged spell attack at a creature within 30 feet of you. On a hit, the 

Light target takes 4d10 radiant damage. 

Seaof 4 When you make an attack with this weapon, you may activate this skill as a free action to create a pool of Charisma 
Magma magma in a five-foot square within this weapon’s reach. The magma coats the ground before it hardens 


after a minute. The area is difficult terrain until the magma dissipates. Any creature that enters the area 
for the first time on a turn or ends its turn there takes 3d6 fire damage. Until the end of your next turn, 
you are immune to damage from magma. 
Seppuku 5 You turn your blade on yourself, impaling yourself through the gut and inflicting 1d10 piercing damage Constitution 
on yourself. This damage cannot be reduced in any way. When you draw the blade out, it inflicts Bleed 2 
on any creature it hits in the next minute. If this weapon already inflicts Bleed, it increases its Bleed 
modifier up to a maximum of Bleed 4. 
Shared 5 Your raise your blade aloft, invoking the Golden Order, blessing this weapon and six others you cansee Wisdom 


Order within 30 feet. Weapons blessed this way deal 2d6 radiant damage to undead for the duration. The effect 

persists for 1 minute or until you lose your concentration (as if you were concentrating on a spell). 
Shield 1 If you take the Attack action on your turn, you can use a bonus action to use this skill try to shove a Strength 
Bash creature within 5 feet of you with your shield. 
Shield As a bonus action, you ready your shield into a defensive stance. Until the end of your turn, any creature Strength 
Crash that makes an opportunity attack against you has disadvantage on the attack roll. If you move at least 20 


feet straight toward a target and then hits it with a attack on the same turn, the target must succeed ona 
Strength saving throw or be pushed up to 10 feet away from you.. 
Shriek of 4 As anaction, you let loose a cursed scream from deep within. Each creature within 30 feet who can hear Charisma 
Milos this scream must make a Charisma saving throw. On a failure, the target’s damage resistances are 
nullified for 1 minute. On a successful save, the target suffers no effect. 
Siluriass 5 Asanaction, you gather the red-gold magic of the Crucible around the tip of this weapon. Thrusting it | Strength 
Woe forward, a 5-foot wide projectile shoots out from you in a 100-foot line in a direction you choose. Each 
creature in the line must make a Dexterity saving throw. A creature takes 8d6 radiant damage on a failed 
save, or half as much damage on a successful one. 
When you take make a ranged attack with this weapon, you may activate this skill to ignore the penalty Dexterity 
imposed by half or three-quarters cover. If the target has full cover, but the area above you and the target 
is open, attack can also ignore the target’s full cover as well. The attack is still made at disadvantage if 
you cannot see the target. 
Sorcery of 3. As an action, you channel magic into the glintstone within this staff, creating a number of magical darts Intelligence 


Sky Shot 


N 


the equal to your Affinity modifier. Each dart hits a creature of your choice that you can see within 120 feet of 
Crozier you. A dart deals 1d4+1 force damage to its target. The darts all strike simultaneously and you can direct 
them to hit one creature or several. 
Soul As an action, you raise this weapon into the air, invoking the ancestral spirits. The ancestor spirit’s cry | Wisdom 
Stifler echoes, forming a hazy miasma in a 20-foot radius around you. Each creature of your choice in the area 


must make a Wisdom saving throw. On a failure, the target’s AC is reduced by an amount equal to your 
Affinity bonus. On a successful save, the target’s AC is not reduced. You may concentrate on this effect 
as if it were a spell for up to 1 minute. While concentrating, the miasma moves with you. A creature 
makes the same save when it enters the miasma for the first time on its turn or stats its turn there. 
Creatures already affected by the miasma have disadvantage on this saving throw. 


SP 
Cost Effect 


Name 
Spearcall 5 
Ritual 


Spectral 5 
Lance 
Spinning 2 
Chain 
Spinning 4 
Slash 
Spinning 3 
Strikes 
Spinning 2 
Weapon 
Spinning 3 
Wheel 
Square Off 1 
Stamp ] 
(Sweep) 
Stamp ] 
(Upward 
Cut) 


Starcaller 6 
Cry 


Storm 
Assault 
Storm ] 
Blade 

Storm Kick 4 
Storm 2 
Stomp 
Storm Wall 1 


Affinity 
As an action, you conjure dozens of spears that descend in 20-foot radius, 60-foot high cylinder Intelligence 
centered on a point you can see within range. Each creature in the area must make a Dexterity saving 

throw. A creature takes 3d12 necrotic damage on a failed save, or half as much damage on a successful 

one. 

When you make an attack with this weapon, you may instead conjure a spectral lance that springs forth Charisma 
from your weapon. Make an ranged weapon attack with your Affinity modifier at a creature within 120 

feet of you. Ona hit, the target take piercing damage equal to 1d12 + your Affinity modifier. 

As a bonus action, you begin spinning the chain on your flail until the end of your next turn, preparing Strength 

to strike at a moments notice. When a creature moves within 5 feet of you or makes a melee attack 

against you, you may use your reaction to make an attack the target with this weapon. 

You spin your blade in a circle around you, attacking a number of separate targets equal to at most your Dexterity 
proficiency modifier. These attacks are made at disadvantage. 

As an action, you begin spinning your weapon in a wide arc around you. Until the beginning of your next Constitution 
turn, you can make a number of opportunity attacks equal to your Affinity modifier without using a 

reaction. A particular creature can only be attacked this way once per turn. 


As an action, you hold your hands in front of you, levitating your weapon and spinning it around you Intelligence 
until the beginning of your next turn. When a creature moves within five feet of you or starts their turn 

within 5 feet of you, it must succeed on a Dexterity saving throw. A target takes 3d6 slashing damage on 

a failed save, and half damage on a successful one 

As a reaction to a creature making a saving throw against Bleed, you can spin the jagged teeth of this Strength 


weapon into their flesh, imposing disadvantage on the save. 

You enter a prepared stance until the beginning of your next turn. While prepared, you may make an 
attack of opportunity against any creature who enters your reach. 

As a bonus action, you stomp on the ground, kicking up dust and bracing yourself. Until the end of your Strength 
next turn, you have advantage on ability checks and saving throws made to avoid being knocked prone 

or shoved. As an action while you are braced, you can make an attack up to 2 creatures within 5 feet of 

you at disadvantage. 

As a bonus action, you stomp on the ground, kicking up dust and bracing yourself. Until the end of your Strength 
next turn, you have advantage on ability checks and saving throws made to avoid being knocked prone 

or shoved. As an action while you are braced, you can make an attack with this weapon at a creature 

within 5 feet of you at advantage. 

As an action, you invoke the power of the starscourge, gathering gravitational magic to draw others into Intelligence 
your reach. Each creature of your choice in a 30-foot radius must succeed on a Strength saving throw or 
be pulled toward you in a straight line, ending in the nearest unocuppied space to you. If you activate 
this skill before the end of your next turn, you slam your sword into the ground, creating a gravitational 
explosion. Each other creature within 10 feet of you must succeed on a Strength saving throw or take 
6d8 force damage and be pushed 15 feet away from you. 

As an action, you kick up a storm around you that carries you into the air. You may fly up to 15 feet 
without provoking attacks of opportunity before landing in an unocupped space. Afterwards, you may 
make an attack at advantage at a creature within your reach. On a hit, the target takes an additional 1d8 
slashing damage and the target must succeed on a Strength saving throw or be knocked prone. 

When you make an attack with this weapon, you may instead activate this skill to create a storm gale 
and hurl it at a creature within 30 feet of you. Make an ranged weapon attack with your Affinity modifier. 
On a hit, the target take bludgeoning damage equal to 1d8 + your Affinity modifier. 

As an action, you kick up a storm around you that carries you into the air. You may fly up to 15 feet 
without provoking attacks of opportunity before landing in an unocupped space. Afterwards, each other 
creature within 10 feet of you must make a Dexterity saving throw. On a failed save, the creature takes 
4d12 lightning damage and is pushed 10 feet away from you. On a successful save, the target takes half 
damage and is not pushed. 

As a bonus action, you slam your foot into ground, kicking up a gust of wind in a 5-foot radius around Constitution 
you. Each creature in the area must succeed on a Strength saving throw against your Affinity DC or be 
pushed 5 feet away from you. 

As a reaction to being targeted by a ranged weapon attack, you can swing this shield in front of you to 
produce a sudden gale, imposing disadvantage on the attack roll. 


Constitution 


Constitution 


Constitution 


Strength 


Strength 


SP 


Name Cost Effect Affinity 


Stormcaller 2 


Surge of Faith 5 


Sword Dance 2 


Taker’s Flames 9 


The Queen’s 


Black Flame 


Thops’s Barrier 2 


Thorn 3 
Retaliation 


Through and 4 
Through 


Thunderbolt 3 


Thundercloud 10 
Form 


Thunderstorm 4 


Tongues of Fire 2 


Transient 2 
Moonlight 


As an action, you summon a stormy, magical aura around you for 1 minute. The aura extends 10 Constitution 
feet from you in every direction, but not through total cover. The area is difficult terrain. You may 

end the aura as a bonus action. 

As an action, you place this weapon on the ground before raising it abruptly into the air. Fire erupts Wisdom 
from the vessel, ejecting fireballs that rain down from the sky. Choose a number of creatures up to 

your Affinity modifier that you can see within 30 feet of you. Each target must make a Dexterity 

saving throw. On a failed save, the creature takes 4d6 fire damage. On a successful save, the target 

takes half as much damage. 

As a bonus action, increase your walking speed by 10 feet until the end of the turn. For the duration, Dexterity 
if you make a melee attack against a creature, that creature can’t make opportunity attacks against 

you for the rest of your turn. 

As an action, you raise this blade above your head and bring it down, creating a firey blast in a 5- Charisma 
foot-wide, 60-foot long line. Each creature in the line must make a Dexterity saving throw. A target 

takes 6d8 fire damage on a failed save and you regain hit points equal to half the total damage 

inflicted. A target takes half as much damage on a successful save and you do not regain hit points 

from the damage taken. 

As a bonus action, you set this weapon ablaze with god-slaying black flame. Until the end of your = Charisma 
turn, this weapon inflicts an additional 1d8 fire damage. if the target is a celestial, the weapon 

inflicts an additional 3d8 fire damage instead. 

As a reaction to being targetted by a ranged spell attack, you can activate this skill to create a Intelligence 
magical barrier in front of you. You gain a +10 bonus to your AC against the triggering attack. If the 

attack misses, you regain SP equal to the SP cost of the triggering attack (minimum 2 SP). 

As a reaction to a creature within five feet of you making a melee attack against you, you thrust your Strength 
shield towards them. Make a melee weapon attack with your Affinity modifier at the creature. On a 

hit, the target takes piercing damage equal to 1d4 + your Affinity modifier and is afflicted by Bleed 1. 

If this reduces the target to 0 hit points, the triggering attack is nullified. 

You draw the string of this weapon as far as it will go, firing an arrow in a straight line of length Dexterity 
equal to the bow’s first range increment. Make an attack roll against the creature in that line nearest 

to you. On a hit, the target takes damage as normal and the arrow punctures through them and 

continues in the line, striking each target in the line. Each target hit reduces the attack roll of the 

arrow by 1. 

As an action, a lightning strike crashes down on a creature that you can see within range. The target Wisdom 
must succeed on a Dexterity saving throw or take 3d8 lightning damage. The target gains no benefit 

from cover for this saving throw. 

You transform into a thundercloud for the duration, along with everything it’s wearing and carrying. Strength 
You return to your normal form after a minute, if you drop to 0 hit points, or if you use a bonus 

action to untransform. While in this form, the you only method of movement is a flying speed of 60 

feet. You can enter and occupy the space of another creature. You has resistance to nonmagical 

damage, and you have advantage on Strength, Dexterity, and Constitution saving throws. You can 

pass through small holes, narrow openings, and even mere cracks, though you treats liquids as 

though they were solid surfaces. Youcan’t fall and remains hovering in the air even when stunned or 

otherwise incapacitated. While in the form of a thundercloud, you can’t talk or manipulate objects, 

and any objects you were carrying or holding can’t be dropped, used, or otherwise interacted with. 

You can’t attack or cast spells. When you move into a creature’s space for the first time each turn, 

the target takes 2d6 lightning damage. 

As a bonus action, you slam your foot into ground, conjuring a lightning storm ina 5-foot radius Constitution 
around you. Each creature in the area must succeed on a Dexterity saving throw against your Affinity 

DC. Ona failed save, the creature takes 2d6 lightning damage and is pushed 5 feet away from you. 

Until the end of your turn, this weapon inflicts an additional 1d8 lightning damage on a hit. A 

creature can take this damage only once during a turn. 

As an action, you hold this shield in front of you as ejects fire in a 15-foot cone. Each creature in that Strength 
area must make a Dexterity saving throw, taking 3d6 fire damage on a failed save, or half as much 

damage on a successful one. 

When you make an attack with this weapon, you may briefly sheathe it before striking out with Intelligence 
terrifying speed. Instead of making a melee attack, you may instead create an arc of moonlight that 

shoots out towards a creature you can see within 60 feet of you. Make a ranged spell attack at the 

target. Ona hit, the target takes 3d6 force damage. 


Name 
Troll’s Roar 


Unblockable 
Blade 


Unsheathe 
Vacuum Slice 


Viper Bite 


Vow of the 
Indomitable 
War Cry 


Waterfowl 
Dance 


Wave of 
Destruction 


Waves of 
Darkness 


Waves of 
Gold 


White 
Shadow’s 
Lure 

Wild Strikes 


Wolf's 


Assault 


Zamor lce 
Storm 


SP 
Cost Effect Affinity 
3. A blast of thunderous energy explodes from you, forcing creatures away. Each creature within 15 feet Strength 
of you must succeed on a Constitution saving throw or be pushed 15 feet away from you. Ona 
success, the creature is not pushed. 


2 When you make an attack with this weapon, you can activate this skill as a free action to increase its Dexterity 
reach by 15 feet. You have advantage on the attack if the target is wearing medium or heavy armor, or 
a shield. 

0 You have advantage on attacks you make using your reaction. Dexterity 

4 You collect wind with your blade and unleash it in a 30-foot line from yourself. Each creature caught in Constitution 


the line must make a Dexterity saving throw. A target takes 4d6 slashing damage on a failed save, or 
half as much damage on a successful one. 
1 When you make an attack, you may activate this skill as a free action to animate the viper coiled Constitution 
around this shield instead. Make a melee weapon attack at a creature within 10 feet. On a hit, the 
target takes 1d6 piercing damage and must succeed on a Constitution saving throw or take 3d6 
poison damage. 
4 Asan action, you raise your shield to the sky, invoking the warriors of the ancient Erdtree. The next Wisdom 
time you would take damage before the beginning of your next turn, the damage is negated entirely. 
1. Asa bonus action, you give a fierce battle cry. Until the end of your turn, you have a +1 bonus to Strength 
attack and damage rolls with melee weapons. 
9 You leap into the air, hovering for moment and then launching yourself in a flurry of strikes. Choose _ Dexterity 
up to five creatures you can see within 20 feet of you. Make a melee weapon attack against each 
target. On a hit, a target takes 6d10 slashing damage. You can then move to an unoccupied space you 
can see within 5 feet of one of the targets you hit or missed without provoking attacks of opportunity. 
8 You collect gravitational energy into this slab of a weapon, bringing it down and unleashing a Strength 
gravitational wave in a 60 feet long, 20 feet high, and 1 foot thick area. Each creature within its area 
must make a Dexterity saving throw. On a failed save, a creature takes 6d8 force damage, or half as 
much damage on a successful save. A wall of stone is erected as gravity warps through the area, 
pulling up stone and rocks into the same area. If the wall cuts through a creature’s space when it 
appears, the creature is pushed to one side of the wall (your choice). The wall is poorly constructed 
as fragile, with AC 15 and 50 hit points. If the wall is reduced to 0 hit points, it collapses. It also 
collapses when this skill is next used. 
8 As an action, you call upon the void between the stars, the domain of the malformed star. Choosea Intelligence 
point you can see within 60 feet of you. A wave of gravity expands in a sudden pulse in a 5-foot radius 
around that point. Each creature in the area must make a Strength saving throw. On a failed save, the 
creature takes 4d6 bludgeoning damage and is pushed to the nearest unocuppied space at the edge 
of the area. At the beginning of your next turn, a 10-foot radius pulse creates a similar effect, followed 
by a final 15-foot radius pulse at the beginning of your next turn after. 
6 As an action, you may imbue this weapon bygone golden glory, firing a golden wave fans out forwards Wisdom 
in a 120-foot cone. Each creature of your choice in the area must make a Constitution saving throw. 
On a failed save, a creature takes 6d12 radiant damage, or half as much damage on a successful 
save. 
0 As an action, you create an illusory, ghostly humanoid form in an unoccupied space you can see Charisma 
within range. The figure vanishes after 1 minute. The humanoid form can move and gesture within its 
space at your direction. The illusion has AC 10 and 1 hit point. 
1 When you make your first attack on your turn, you can decide to attack recklessly. Doing so gives you Strength 
advantage on melee weapon attack rolls during this turn, but attack rolls against you have advantage 
until your next turn. 
As an action, you somersault through the air, moving up to 10 feet without provoking attacks of Strength 
opportunity. When you land, you drive this weapon into the ground and create a 10-foot radius blast 
of cold magic. Each creature in the area other than you must make a Constitution saving throw. On a 
failed save, a creature takes 3d6 cold damage and is frostbitten for a minute. At the end of each of its 
turns, the target can make another Constituion saving throw. On a success, the target is no longer 
frostbitten. On a successful save, the creature takes half as much damage and is not frostbitten. 
10 You cast *zamor ice storm”. Intelligence 


ASHES OF WAR 


When a weapon is destroyed, the ashen remains of it 
still retain their skills. Ashes of War are clumps of ash 
that, when applied to a weapon with a whetstone knife 
or by a skilled blacksmith, can change the weapon’s 
skill. 

Over the course of a short rest, a creature can use a 
whetblade to apply an ash of war to a weapon it is 
wielding. The ash is then bound to the weapon until it is 
removed or replaced. While bound, the weapon’s skill 
and Affinity is replaced by the ash’s. A weapon can only 
have one weapon skill, and thus only one ash of war 
applied to it as well. An ash of war can only be applied 
to one weapon at a time. One ash of war can be applied 
to paired weapons such as claws and caestus. Ash’s can 
also be removed from a weapon during a short rest as 
well, restoring its original skill. 

The whetblades the characters may come across 
during their adventure are below. 


Whetblade Effect 

Whetstone Grants the ability to apply an Ash of War to a 

Knife compatible weapon over the course of a long 
rest. 

lron Whetblade Allows the user to apply Strength or Dexterity 
affinity to a weapon. 


Glintstone Allows the user to apply Intelligence affinity to 
Whetblade a weapon. 

Red-Hot Allows the user to apply Charisma affinity to a 
Whetblade weapon. 

Sanctified Allows the user to apply Wisdom affinity to a 
Whetblade weapon. 

Black Allows the user to apply Constitution affinity to 


Whetblade a weapon. 


Some weapons have unique skills noted in their 
descriptions. These weapon skills cannot be changed by 
an Ash of War, though their affinities can. 

A list of various ashes, their default affinities, and the 
types of weapons they can be applied to can be found 
below. For example, if an ash of war has compatibility 
“Melee, Slashing”, it can only be applied to a melee 
weapon that deals slashing damage. An ash with 
compatibility “Melee, Piercing, Non-Collosal” can only 
be applied to a melee weapon that deals piercing 
damage and does not have the colossal property. 


Name Compatible Weapons Affinity Phantom Slash Melee, Slashing, Reach Constitution 

Assassin’s Gambit Dagger, Shortsword, Charisma Piercing Fang Melee, Piercing Dexterity 
Longsword, Scimitar, or Poison Moth Dagger, Shortsword, Charisma 
Katana Flight Longsword, Scimitar, Katana, 

Barbaric Roar Melee, Non-Finesse Strength or Twinblade 

Barrage Shortbow Dexterity Poisonous Mist Melee, Non-Caestus, Non- Charisma 

Barricade Shield Shield Strength Claw, Non-Whip 

Beast’s Roar Melee Dexterity Prayerful Strike Battleaxe, Warhammer, Wisdom 

Black Flame Melee, Reach Charisma Greataxe, Maul, or Collosal 

Tornado Weapon 

Blood Blade Melee, Slashing Constitution Prelate’s Charge Melee, Heavy Charisma 

Blood Tax Melee, Piercing Constitution Quickstep Melee Dexterity 

Bloodhound’s Melee Dexterity Rain of Arrows Ranged Dexterity 

Step Raptor of the Melee Dexterity 

Bloody Slash Melee, Slashing Constitution Mists 

Braggart’s Roar Melee, Non-Finesse Strength Repeating Thrust Melee, Piercing, Non-Collosal Dexterity 


Carian Grandeur Melee, Slashing, Non-Collosal Intelligence Melee Constitution 


Carian Greatsword Melee, Slashing, Non-Collosal Intelligence 


Royal Knight’s 
Resolve 


Carian Retaliation Shield, Non-Heavy Intelligence Sacred Blade Melee, Non-Caestus, Non- Wisdom 
Charge Forth Spear or Pike Constitution Claw, Non-Whip 
Chilling Mist Melee Intelligence Sacred Order Melee Wisdom 
Cragblade Melee Strength Sacred Ring of Halberd or Reaper Wisdom 
Determination Melee Constitution Light 
Double Slash Melee, Slashing, Non-Collosal Dexterity Seppuku Melee, Piercing Constitution 
Earthshaker Heavy Strength Shared Order Melee Wisdom 
Enchanted Shot Shortbow or Longbow Dexterity Shield Bash Shield Strength 
Endure Melee Strength Shield Crash Shield Strength 
Eruption Melee, Heavy Charisma Sky Shot Shortbow or Longbow Dexterity 
Flame of the Melee Charisma Spectral Lance Halberd, Twinblade, Reaper, or Charisma 
Redmanes Lance 
Flaming Strike Melee Charisma Spinning Slash Melee, Non-Collosal Dexterity 
Giant Hunt Melee, Piercing, Heavy Constitution Spinning Strikes | Halberd, Twinblade, or Reaper Constitution 
Glintblade Phalanx Melee, Piercing, Non-Collosal Intelligence Spinning Weapon Melee, Slashing, Non-Heavy _ Intelligence 
Glintstone Pebble Melee, Piercing, Non-Collosal Intelligence Square Off Shortsword or Longsword Constitution 
Golden Land Melee, Heavy, Non-Slashing Wisdom Stamp (Sweep) Melee Strength 
Golden Parry Shield, Non-Heavy Wisdom Stamp (Upward Melee Strength 
Golden Slam Melee Wisdom Cut) 
Golden Vow Melee Wisdom Storm Assault Melee, Heavy, Piercing Constitution 
Gravitas Melee, Non-Light Intelligence Storm Blade Melee, Slashing Constitution 
Ground Slam Melee Strength Storm Stomp Melee Constitution 
Hoarah Loux’s Melee Strength Storm Wall Shield, Non-Heavy Strength 
Earthshaker Stormcaller Melee, Non-Light, Non-Heavy Constitution 
Hoarfrost Stomp Melee Intelligence Sword Dance Melee, Slashing, Non-Collosal Dexterity 
Holy Ground Shields only Wisdom Thops’s Barrier Shield, Non-Heavy Intelligence 
Ice Spear Melee, Piercing Intelligence Through and Greatbow Dexterity 
Impaling Thrust = Melee, Piercing Dexterity Through 
Kick Melee Strength Thunderbolt Melee Wisdom 
Lifesteal Fist Caestus or Claw Charisma Troll’s Roar Melee, Heavy Strength 
Lightning Ram Melee Wisdom Unsheathe Katana Dexterity 
Lightning Slash —- Melee, Slashing Wisdom Vacuum Slice Melee, Slashing Constitution 
Lion’s Claw Melee, Non-Piercing, Non- — Strength Vow of the Shields only Wisdom 
Light Indomitable 
Loretta’s Slash Halberd, Twinblade, Reaper, or Intelligence War Cry Melee, Non-Finesse Strength 
Lance Waves of Darkness Melee, Heavy Intelligence 
Lost Ashes of War Special N/A White Shadow’s Melee Charisma 
Mighty Shot Shortbows and Longbows Dexterity Lure 
No Skill Shield or Torch None Wild Strikes Melee, Slashing Strength 
Parry Shield or Finesse Dexterity 


BELL BEARINGS 


The merchants and nomads of the Lands Between 
know better than to carry valuable objects with them 
through the war torn countryside. Instead, esoteric rites 
allow for the creation of magical bell bearings. These 
bearings are small iron balls intended to be placed as 
the clapper within a bell. In the right hands, they can 
turn runes into objects of value. 

These bearings are of value to the Tarnished when 
given to the Twin Maiden Husks within the Roundtable 
Hold. A bell bearing can be placed inside of their bell, 
allowing access to numerous wares in the safety of the 
Hold. 

Some bearings are found in dungeons, mines, and 
other corners of the world. Others can be given by, or 
taken from, merchants and scholars across the Lands 
Between. 


SPELLBOOKS 


Individual spells are often found as inscriptions and 
notes in the far corners of the Lands Between. Others 
are collected in scrolls and prayerbooks by scholars 
seeking to record rituals and observations for later 
generations. Collections of sorceries are often found in 
scrolls, while incantations are collected in prayerbooks. 

These collections often contain many spells, but they 
must be interpreted by experts in incantations or 
sorceries. Some glintstone scholars that can interpret 
scrolls include the Witch Sellen in Limgrave, as well as 
Miriel and Preceptor Seluvis in Liurnia. Miriel can also 
decipher prayerbooks, though Brother Corhyn of 
Roundtable Hold can as well. 

The contents of various spell collections (as well as 
typical costs to learn the spells within) are listed below. 


Scroll/Prayerbook Spells 
Academy Scroll Great Glintstone Shard (2,000) Swift 

Glintstone Shard (600) 

Conspectus Scroll Glintstone Cometshard (12,000) Star 
Shower (10,000) 

Royal House Scroll Glintblade Phalanx (2,500) Carian Slicer 
(1,500) Mage Armor (1,000) Shield 
(1,500) Arcane Sword (9,000) 


Two Fingers Lord’s Heal (8,000) Lord’s Aid (2,500) 

Prayerbook Augury (2,000) Find Traps (1,500) Locate 
Object (3,000) 

Assassin’s Assassin’s Approach (2,000) Darkness 
Prayerbook (3,500) Silence (3,500) 

Golden Order = Radagon’s Rings of Light (7,500) Law of 

Principia Regression (10,000) Divine Favor (1,000) 

Dragon Cult Lightning Spear (6,000) Honed Bolt 
Prayerbook (7,000) Electrify Armament (4,000) Call 


Lightning (5,000) 
Ancient Dragon Ancient Dragons’ Lightning Spear (8,500) 


Prayerbook Ancient Dragons’ Lightning Strike 
(10,000) 

Fire Monks’ O, Flame!, Surge (6,000) O Flame! 

Prayerbook (5,500) Burning Hands (1,000) 


Giant’s Prayerbook Giantsflame Take Thee (13,000) Flame, 
Fall Upon Them (10,000) Firestorm 
(9,000) 

Godskin Prayerbook Longarms (1,500) Blackfire Storm (9,000) 
Blackflame Blade (6,000) Black Flame 
(7,500) 


CRAFTING 


Many materials within the Lands Between can be 

combined with the use of a Crafting Kit to create 

healing reagents, ammunition, and much more. 
Crafting an item requires the following resources: 


e Crafting Kit 
e Recipe 
e Crafting Materials 


Nomadic Merchants are common sources of all of the 
above, and the Merchant Kale in particular can provide 
a first Crafting Kit for the party. Recipes are often sold 
by merchants or found in the world, often in bundles of 
multiple recipes for sale. Crafting materials often take 
the form of plants, herbs, and organs salvaged from 
slain beasts. Attempting to craft an item without a 
recipe is ill-advised and often leads to the destruction of 
the materials used in the process. However, if a 
character guesses a recipe correctly, they successfully 
craft the associated item and learn the recipe. 


CRAFTING MATERIALS 


Name 
Aeonian 
Butterfly 
Albinauric 
Bloodclot 
Altus Bloom 


Arteria Leaf 
Beast Carcass 


Bloodrose 
Cave Moss 


Crab Eggs 
Cracked Crystal 
Cracked Pot 
Erdleaf Flower 
Fire Blossom 


Formic Rock 
Four-Toed Fowl 
Foot 
Fulgurbloom 


Golden 
Centipede 
Golden Dung 


Grave Violet 
Great Dragonfly 
Head 

Herba 


Land Octopus 
Ovary 

Living Jar Shard 
Miquella’s Lily 


Miranda Powder 
Nascent 
Butterfly 
Perfume Bottle 
Poisonbloom 


Ritual Pot 


Root Resin 


Rowa Fruit 


Ruin Fragment 


Rarity Description 

rare A butterfly with withered, scarlet wings found in the swamp of Aeonia. Material used for crafting items. 
rare The thick, coagulated blood of the Ablinaurics. Material used for crafting items. 

rare A golden-tingerd flower from a succulent plant that blooms on the Altus Plateau. Material used for 


crafting items. 

very rare Dark red leaves with thick, swollen veins. Material used for crafting items. Exceedingly rare to find. A 
faint pulse can be felt in the veins. Stirs the blood, providing an enlivening effect. 

common Carcass of a beast. Material used for crafting items. Found by hunting particularly large beasts. 
Commonly Used to make disposable weapons. 

uncommon Blood-slick roses that bloom in festering blood. Material used for crafting items. 

common _ Faintly luminescent moss that grows in dark caves. Material used in crafting items. A fundamental 
ingredient for medicinal boluses. 

common _ Eggs of lare crabs which dwell in the shallows. Materials used for crafting items. 

uncommon A cracked, impure, degraded, and altogether unremarkable crystal. Material used for crafting items 

rare This empty pot somehow mends itself when broken. 

common A dusky-yellow flower that has started to fade and wilt. Material used for crafting items. 

uncommon A half-ashen and smoldering flower that blooms on the mountaintops of the Giants. Material used for 
crafting items. 

uncommon Rock formed from solidified giant ant venom. Highly acidic. Material used for crafting items. 

rare Foot of a four-toed fowl. Material used for crafting items. In the Lands Between, having three digits is 
seen as a bad omen. As such, the rarer four-toed fowl’s is a gift of great luck indeed. 

uncommon Yellow flower that grows in lightning-struck lands. Material used for crafting items. Imbued with traces of 
lightning’s essence. 

rare The golden, desiccated remains of a centipede. 


rare Someone’s excrement. It has a golden tinge. Material used for crafting items. Gold-tinged excrement is a 
highly stable substance; it doesn’t dry out, nor does it lose its customary warmth or scent. For better or 
for worse, it remains as it is. 

common A purple flower than blooms in graveyards. Material used for crafting items. 

rare Head of a large dragonfly. Material used for crafting items. Long believed to have the ability to neutralize 
poisons. 

common Evergreen leaves that give off a faith light. Material used for crafting items. This very common medicinal 
plant can be found in thickets and elsewhere. 


rare Puffy, milky white ovary of a land octopus. Material used for crafting items. Land octopuses eat humans 
in order to bear young, and theirs is the blood that runs through these ovaries. 
rare A fragment of a living jar, hardened after its death. Material used for crafting items. 


very rare A delicate water lily of unalloyed gold that has started to fade and wilt. Material used for crafting items. 
Exeedingly rare to find. 

uncommon Pollen from a man-eating miranda flower. Material used for crafting items. 

very rare An arcane butterfly with translucent wings. Material used for crafting items. Exceedingly rare to find. 


very rare Glass bottles used by perfumers. Used to seal various scent compounds. 
uncommon Flower that grows in toxic terrain. Material used for crafting items. Poisonous, but may also provide the 


cure. 

very rare This empty pot somehow mends itself when broken. Special item with greater durability than a cracked 
pot. 

rare Resin secreted from the roots of the Great tree. Material used in crafting items. The roots of the Great 


tree drive far and wide through the earth of the Lands Between. They were once entwined with the roots 
of the Erdtree, or so they say. 

common _ Berry-like red fruits that grow in shrubs. Material used for crafting items. Easily found everywhere in the 
Lands Between, it is primarily used in preserved foods. 

common __ Stone fragment found near places where ruins have fallen from the sky. Can be used for crafting, or 
simply for throwing at enemies. These shards of stone are believed to have once been part of a temple in 
the sky. They glow with a faint light from within. 


CRAFTING MATERIALS CONT. 


Name 
Shimmering 
Firefly 


Silver Tear Husk 


Slumbering Egg 
Smoldering 
Butterfly 
Stormhawk 
Feather 

Strip of White 
Flesh 

Tarnished Golden 
Sunflower 
Trina’s Lily 


Turtle Neck Meat 


Volcanic Stone 


Rarity Description 

uncommon Firefly that gives off a golden light. Material used in crafting items. Found near bodies of water close to 
Minor Erdtrees. The light of fireflies is believed to have an alluring magic. Golden light is considered to 
invite runes. 

very rare A hardened husk shed by a formless life form known as the Silver Tear, found in and around the Eternal 
City. Material used for crafting items. The Silver Tear makes mockery of life, reborn again and again into 
imitation. Perhaps, one day, it will be reborn a lord... 

rare Owl eggs that will never hatch. Material used for crafting items. 

uncommon An eternally burning butterfly found near wildfires and elsewhere. Material used for crafting items. 
Serves as the kindling for a number of items. 

common A feather from a hawk that lived as one with the storms. Material used for crafting items. These 
feathers, enveloped in swirling winds, are often used for arrow fletching. 

veryrare Thin strips of flesh taken from a bloodless creature. Material used for crafting items. The dried meat 
toughens the constitution, boosting resistance. It’s known for its long-lasting effect. 

rare A large flower that blooms facing the Erdtree. Material used for crafting items. Found near Minor 
Erdtrees. 

veryrare A pale purple water lily that is on the verge of wilting. Material used for crafting iterns. Exceedingly rare 
to find. A symbol of faith in St. Trina. Dulls the senses, preventing agitation. 

rare A splendid, lengthy cut of turtle neck meat. Material used for crafting items. Turtle meat is said to boost 
virility, but none in the Lands Between seem to have much appetite for it these days. In Lands Between, 
the urge to reproduce has waned long ago. 

rare A smoldering rock containing hot gas. 


COOKBOOKS 


Cookbook Name 
Ancient Dragon 
Apostle’s Cookbook [1] 
Ancient Dragon 
Apostle’s Cookbook [2] 
Ancient Dragon 
Apostle’s Cookbook [3] 
Ancient Dragon 
Apostle’s Cookbook [4] 
Armorer’s Cookbook [1] 


Armorer’s Cookbook [2] 


Armorer’s Cookbook [3] 
Armorer’s Cookbook [4] 
Armorer’s Cookbook [5] 


Armorer’s Cookbook [6] 
Armorer’s Cookbook [7] 
Fevor’s Cookbook [1] 
Fevor’s Cookbook [2] 
Fevor’s Cookbook [3] 
Frenzied’s Cookbook [1] 
Frenzied’s Cookbook [2] 
Glintstone Craftsman’s 
Cookbook [1] 
Glintstone Craftsman’s 
Cookbook [2] 
Glintstone Craftsman’s 
Cookbook [3] 
Glintstone Craftsman’s 
Cookbook [4] 
Glintstone Craftsman’s 
Cookbook [5] 
Glintstone Craftsman’s 
Cookbook [6] 
Glintstone Craftsman’s 
Cookbook [7] 
Glintstone Craftsman’s 
Cookbook [8] 
Missionary’s Cookbook 
[1] 

Missionary’s Cookbook 
[2] 

Missionary’s Cookbook 
[3] 

Missionary’s Cookbook 
[4] 

Missionary’s Cookbook 
[5] 

Missionary’s Cookbook 
[6] 


Missionary’s Cookbook 


[7] 


Recipes 

Lightning Grease (1 Root Resin, 1 Fulgurbloom) Lightningbone Ammunition x10 (1 Beast Carcass, 1 
Fulgurbloom) 

Lightning Pot (1 Cracked Pot, 1 Mushroom, 1 Fulgurbloom) 


Dragonwound Grease (1 Root Resin, 1 Beast Carcass, 1 Gravel Stone) 


Ancient Dragonbolt Pot (1 Ritual Pot, 2 Mushroom, 1 Fulgurbloom, 1 Gravel Stone) Lightningproof Dried 
Liver (3 Rowa Fruit, 1 Beast Carcass, 1 Fulgurbloom) 

Fire Grease (1 Root Resin, 1 Smoldering Butterfly) Fireproof Dried Liver (1 Rowa Fruit, 1 Beast Carcass, 1 
Smoldering Butterfly) 

Firebone Ammunition x10 (1 Beast Carcass, Smoldering Butterfly) Neutralizing Boluses (1 Herba, 1 Cave 
Moss, 1 Great Dragonfly Head) 

Exalted Flesh (5 Rowa Fruit, 1 Beast Carcass, 1 Arteria Leaf) 

Redmane Fire Pot (1 Ritual Pot, 2 Mushroom, 1 Smoldering Butterfly, 1 Old Fang) 

Immunizing Cured Meat (3 Rowa Fruit, 1 Beast Carcass, 1 Great Dragonfly Head, 1 Smoldering Butterfly) 
Immunizing White Cured Meat (3 Rowa Fruit, 1 Strip of White Flesh, 1 Great Dragonfly Head, 1 Smoldering 
Butterfly) 

Preserving Boluses (2 Herba, 1 Cave Moss, 1 Sacramental Bud) 

Giantsflame Fire Pot (1 Ritual Pot, 2 Fire Blossom) 

Sleep Pot (1 Cracked Pot, 1 Mushroom, 1 Trina’s Lily) 

Soporific Grease (1 Root Resin, 1 Trina’s Lily) Sleepbone Ammunition x10 (1 Beast Carcass, Trina’s Lily) 
Bewitching Branch (1 Sacramental Bud, 1 Miquella’s Lily) 

Clarifying Boluses (2 Herba, 1 Cave Moss, 1 Eye of Yelough) 

Frenzyflame Stone (1 Eye of Yelough, 1 Sanctuary Stone) 

Cuckoo Glintstone (1 Crystal Bud, 1 Cracked Crystal) 


Freezing Grease (1 Root Resin, 1 Rimed Crystal Bud) 

Albinauric Pot (1 Ritual Pot, 2 Mushroom, 1 Albinauric Bloodclot) 

Magic Pot (1 Cracked Pot, 2 Shimmering Firefly) Shield Grease (1 Root Resin, 1 Silver Tear Husk, 1 Crystal 
Bud) 

Magic Grease (1 Root Resin, 1 Crystal Bud) Magicbone Ammunition x10 (1 Beast Carcass, 2 Shimmering 
Firefly) 

Freezing Pot (1 Ritual Pot, 2 Rimed Crystal Bud) 

Coldbone Ammunition x10 (1 Beast Carcass, 3 Rimed Crystal Bud) 

Academy Magic Pot (1 Ritual Pot, 2 Shimmering Firefly, 1 Old Fang) 

Holy Water Pot (1 Cracked Pot, 1 Mushroom, 1 Tarnished Blossom) 

Scriptstone (1 Ruin Fragment) Gold-Pickled Fowl Foot (3 Rowa Fruit, 1 Four-Toed Fowl Foot, 1 Shimmering 
Firefly) 

Silver-Pickled Fowl Foot (3 Rowa Fruit, 1 Four-Toed Fowl Foot, 1 Shimmering Firefly) 

Holy Grease (1 Root Resin, 1 Tarnished Golden Sunflower) Haligbone Ammunition x10 (1 Beast Carcass, 2 
Tarnished Golden Sunflower) 

Sacred Order Pot (1 Ritual Pot, 2 Mushroom, 1 Tarnished Golden Sunflower, 1 Golden Centipede) 


Holyproof Dried Liver (5 Rowa Fruit, 1 Beast Carcass, 3 Tarnished Golden Sunflower) 


Rejuvenating Boluces (2 Herba, 1 Cave Moss, 1 Golden Centipede) 


Cookbook Name 
Nomadic Warrior’s 
Cookbook [1] 
Nomadic Warrior’s 
Cookbook [10] 
Nomadic Warrior’s 
Cookbook [2] 


Nomadic Warrior’s 
Cookbook [3] 
Nomadic Warrior’s 
Cookbook [4] 
Nomadic Warrior’s 
Cookbook [5] 
Nomadic Warrior’s 
Cookbook [6] 
Nomadic Warrior’s 
Cookbook [7] 
Nomadic Warrior’s 
Cookbook [8] 
Nomadic Warrior’s 
Cookbook [9] 
Nomadic Warrior’s 
Cookbook [11] 
Nomadic Warrior’s 
Cookbook [12] 
Nomadic Warrior’s 
Cookbook [13] 
Nomadic Warrior’s 
Cookbook [14] 
Nomadic Warrior’s 
Cookbook [15] 
Nomadic Warrior’s 
Cookbook [16] 
Nomadic Warrior’s 
Cookbook [17] 
Nomadic Warrior’s 
Cookbook [18] 
Nomadic Warrior’s 
Cookbook [19] 
Nomadic Warrior’s 
Cookbook [20] 
Nomadic Warrior’s 
Cookbook [21] 
Nomadic Warrior’s 
Cookbook [22] 
Nomadic Warrior’s 
Cookbook [23] 
Nomadic Warrior’s 
Cookbook [24] 
Perfumer’s 
Cookbook [1] 
Perfumer’s 
Cookbook [2] 
Perfumer’s 
Cookbook [3] 
Perfumer’s 
Cookbook [4] 


Recipes 
Arrow x10 (1 Beast Carcass) Bolt x10 (1 Beast Carcass) 


Stormwing Ammunition x10 (1 Beast Carcass, 1 Stormhawk Feather) 


Glowstone (1 Ruin Fragment, 1 Herba) Invigorating Cured Meat (3 Rowa Fruit, 1 Beast Carcass, 1 Crab Eggs, 1 
Land Octopus Ovary) Invigorating White Cured Meat (3 Rowa Fruit, 1 Strip of White Flesh, 1 Crab Eggs, 1 Land 
Octopus Ovary) 

Pickled Turtle Neck (3 Rowa Fruit, 1 Turtle Neck Meat, 1 Herba) Poisonbone Ammunition x10 (1 Beast Carcass, 1 
Poisonbloom) 

Fetid Pot (1 Cracked Pot, 1 Mushroom, 1 Golden Dung) 


Beastlure Pot (1 Ritual Pot, 1 Beast Carcass, 2 Beast Carcass) 
Blood Grease (1 Root Resin, 1 Bloodrose) Bloodbone Ammunition x10 (3 Beast Carcass, 1 Bloodrose) 


Stanching Boluses (1 Herba, 1 Cave Moss, 1 Land Octopus Ovary) Soft Cotton (3 Rowa Fruit, 1 Smoldering 
Butterfly) Rainbow Stone Ammunition (1 Beast Carcass, 3 Ruin Fragment) 
Poison Grease (1 Root Resin, 1 Poisonbloom) 


Rancor Pot (1 Cracked Pot, 2 Grave Violet) 


Crystal Dart (3 Cracked Crystal) Spellproof Dried Liver (3 Rowa Fruit, 1 Beast Carcass, 2 Shimmering Firefly) 
Shattershard Arrow (3 Beast Carcass, 2 Cracked Crystal) 
Cursed-Blood Pot (1 Ritual Pot, 2 Mushroom, 1 Beast Carcass, 1 Bloodrose) 


Greatarrow x10 (1 Beast Carcasss) 


Poison Pot (1 Cracked Pot, 1 Mushroom, 1 Poisonbloom) Roped Poison Pot (1 Cracked Pot, 1 Mushroom, 1 
Poisonbloom) Poisonbone Dart 
Rotbone Ammunition x10 (1 Beast Carcass, 1 Aeonian Butterfly) 


Thawfrost Boluses (1 Herba, 1 Cave Moss, 1 Crab Eggs) Stimulating Boluses (1 Herba, 1 Cave Moss, 1 
Slumbering Egg) 
Soap (2 Mushroom) Oil Pot (1 Cracked Pot, 1 Mushroom) 


Dappled Cured Meat (5 Rowa Fruit, 1 Beast Carcass, 1 Beast Carcass, 1 Nascent Butterfly) Dappled White Cured 
Meat (5 Rowa Fruit, 1 Strip of White Flesh, 1 Beast Carcass, 1 Nascent Butterfly) 
Sweet Raisin (1 Rowa Fruit) Warming Stone (1 Erdleaf Flower, 1 Smoldering Butterfly, 1 Sanctuary Stone) 


Volcano Pot (1 Cracked Pot, 2 Volcanic Stone) 
Alluring Pot (1 Ritual Pot, 1 Albinauric Bloodclot) 


Rot Pot (1 Ritual Pot, 2 Mushroom, 2 Faded Erdleaf Flower, 1 Aeonian Butterfly) Rot Grease (1 Root Resin, 1 
Aeonian Butterfly) 

Frozen Raisin (1 Rowa Fruit) Clarifying Cured Meat (5 Rowa Fruit, 1 Beast Carcass, 1 Slumbering Egg, 1 Eye of 
Yelough) Clarifying White Cured Meat (1 Rowa Fruit, 1 Strip of White Flesh, 1 Slumbering Egg, 1 Eye of Yelough) 
Swarm Pot (1 Cracked Pot, 1 Mushroom, 1 Golden Dung) 


Spark Aromatic (1 Perfume Bottle, 1 Altus Bloom, 1 Miranda Powder) Uplifting Aromatic (1 Perfume Bottle, 1 
Altus Bloom, 1 Cave Moss, 1 Silver Tear Husk, 1 Arteria Leaf) 

Poison Spraymist (1 Perfume Bottle, 1 Altus Bloom, 1 Miranda Powder, 1 Poisonbloom) Bloodboil Aromatic (1 
Perfume Bottle, 2 Altus Bloom, 1 Cave Moss, 1 Land Octopus Ovary, 1 Arteria Leaf) 

lronjar Aromatic (1 Perfume Bottle, 2 Altus Bloom, 1 Cave Moss, 3 Living Jar Shard) 


Acid Spraymist (1 Perfume Bottle, 1 Altus Bloom, 1 Miranda Powder, 4 Formic Rock) 


SMITHING 


Skilled blacksmiths can imbue rare smithing stones into 
weapons of sufficient quality. This process increases the 
weapons strength and balance, making it easier to wield 
to lethal effect. 

Weapons and other arms can be improved in 
increments of 1. A+1 weapon has a +1 bonus to attack 
and damage rolls. A+1 staff or talisman has a +1 bonus 
to spell attack rolls (as well as melee attack and damage 
rolls if appropriate). These arms can be increased to a 
maximum of +5. 

Creating higher quality weapons requires smithing 
stones of increasing quality and rarity. The quality of a 
smithing stone is noted in square brackets. A smithing 
stone [1] can only upgrade weapons to +1, where a 
smithing stone [2] is rarer and can upgrade weapons to 
ark. 


e Smithing Stones [1] upgrade a normal weapon to +1 

e Smithing Stones [2] upgrade a +1 weapon to +2 

e Smithing Stones [3] upgrade a +2 weapon to +3 

e Smithing Stones [4] upgrade a +3 weapon to +4 

e Ancient Dragon Smithing Stones upgrade a +4 
weapon to +5 


A weapon must be of the previous quality level before 
upgrading it to the next. A smithing stone [4] cannot be 
used to upgrade a +1 weapon to +4, it must be upgraded 
with a smithing stone [2] and [3] first. 

Larger weapons require more smithing stones to fully 
upgrade it. Light weapons require one stone, heavy 
weapons require three stones, and all other weapons 
require two. 


4 We 
Weapons with unique skills require special materials, 
somber smithing stones, to improve. These somber 
smithing stones function in the same manner as their 
common kin, but are said to slightly twist time and 
recall the strength these unique weapons may have 
once held. 

Any creature with proficiency in blacksmith’s tools 
can upgrade a weapon to +1 if they have those tools 
with them. Blacksmiths of talent great enough to 
improve weapons beyond this include Smithing Master 
Hewg at Roundtable Hold and War Counselor Iji at 
Caria Manor. Only Hewg is capable of producing a +5 
weapon. 


SIEGE WEAPONS 


Siege weapons are designed to assail castles and other 
walled fortifications. They see much use in campaigns 
that feature war. Most siege weapons don’t move 
around a battlefield on their own; they require creatures 
to move them, as well as to load, aim, and fire them. 


BALLISTA 


Large object 

Armor Class: 15 

Hit Points: 50 

Damage Immunities: poison, psychic 

A ballista is a massive crossbow that fires heavy bolts. 
Before it can be fired, it must be loaded and aimed. It 
takes one action to load the weapon and one action to 
fire it. 

Explosive Bolt. Ranged Weapon Attack: +6 to hit, 
range 120/480 ft., one target. Hit: 11 (2d10) piercing 
damage. Each creature within five feet of the target 
must succeed on a DC 12 Dexterity saving throw or 
take 7 (1d12) fire damage. 


SPELLS 


AGIC SUFFUSES THE LANDS BETWEEN, TAKING 
the form of powerful artifacts and divine 
blessings in myriad forms. Often, magic 
is expressed as spells, bespoke magical 
effects brought to reality by the will of a 
spellcaster. 

The difference between sorceries and 
incantations, various schools of magic, and the spell 
point system are described in the Elden Ring D&D 
Players Handbook. Because spells often reveal 
important lore and story elements, a full list of available 
spells is contained here instead. At your discretion, you 
may give your players access to the list below for ease of 
reference instead. 


AcID ARROW 


2nd-level incantation (servants of rot) 


Casting Time: 1 action 
Range: 90 feet 
Components: V,S 
Duration: Instantaneous 


Incantation of the servants of rot. A technique of the 
pale pests who crawl through the lands afflicted by 
scarlet rot; the abandoned children of the goddess. “Do 
you have an interest in rot incantations?” 

A shimmering green arrow streaks toward a target 
within range and bursts in a spray of acid. Make a 
ranged spell attack against the target. On a hit, the 
target takes 4d4 acid damage immediately and 2d4 acid 
damage at the end of its next turn. On a miss, the arrow 
splashes the target with acid for half as much of the 
initial damage and no damage at the end of its next turn. 

At Higher Levels. When you cast this spell using a 
spell slot of 3rd level or higher, the damage (both initial 
and later) increases by 1d4 for each slot level above 
2nd. 


ADULA’S MOONBLADE 


5th-level sorcery (snow witch) 


Casting Time: 1 action 
Range: 10 feet 
Components: V,S 
Duration: Instantaneous 


Sorcery of Adula, the Glintstone Dragon. Adula, a 
devourer of sorcerers, was bested by Ranni 
andsubsequently swore a knightly oath to her Dark 
Moon. 

You leap into the air conjuring a blade of cold magic, 
making a melee spell attack at a creature within range. 
On a hit, the blade deals 3d12 cold damage. Regardless 
of if the attack hits, the blade creates a cold magic arc 
that travels in a 30-foot cone emanating from you 
towards the target. Each creature in the cone, including 
the target, must make a Constitution saving throw. A 


target takes 8d6 cold damage on a failed save, or half as 
much damage on a successful one. The target also gains 
the Frostbitten condition for 1 minute on a failed save. 
At the end of each of its turns, the target repeats the 
save, ending the spell on itself on a success. 

At Higher Levels. When you cast this spell using a 
spell slot of 6th level or higher, the initial damage 
increases by 1d12 for each slot level above 5th. 


AGHEEL’S FLAME 
3rd-level incantation (dragon communion) 


Casting Time: 1 action 
Range: Self (30-foot cone) 
Components: V, S 
Duration: Instantaneous 


Superior incantation of Dragon Communion. Channels 
the power of the flying dragon Agheel. The dead gazed 
at the skies over the lakes of Limgrave, praying that the 
dragons’ flames would burn them to ash. 

The massive visage of Flying Dragon Agheels appears 
above your head, pulling you 10 feet into the air and 
spewing flame below. Each creature in a 30-foot cone 
centered must make a Dexterity saving throw. A target 
takes 8d6 fire damage on a failed save, or half as much 
damage on a successful one. After the spell ends, you 
descend safely down to the ground. 

At Higher Levels. When you cast this spell using a 
spell slot of 4th level or higher, the damage (both initial 
and later) increases by 1d6 for each slot level above 3rd. 


AMBUSH SHARD 
2nd-level sorcery (night) 


Casting Time: 1 action 
Range: 60 feet 
Components: S 
Duration: Instantaneous 


One of the night sorceries of Sellia, Town of Sorcery. 
The Sellian sorcerers were assassins, and it is said that 
they often hunted their fellows. 

You conjure a mote of dark magic hurtling towards 
the target from behind. Make a ranged spell attack at 
the target. You have advantage on the attack roll if the 
target is surprised, or if you are in dim light or darkness. 
On a hit, the target takes 4d12 force damage. 

Casting this spell while hidden does not reveal your 
position. 

At Higher Levels. When you cast this spell using a 
spell slot of 3rd level or higher, the damage taken 
increases by 1d12 for each slot level above 2nd. 


ANCIENT DEATH RANCOR 
5th-level sorcery (death) 


Casting Time: 1 action 
Range: 120 feet 
Components: V, S 
Duration: Instantaneous 


Sorcery of the servants of Death. They are cinders of 
the ancient death hex, raked from the fires of 
Shostflame by Deathbirds. 

A hoard of vengeful spirits of Those Who Live in 
Death answer your call, swarming a creature within 
range. The spirits appear in your space in a five-foot 
wide sphere, and moves 45 feet toward the target. At 
the beginning of each of your turns, the spirits move 
another 30 feet toward the target. When the spirits 
reach the target, it must make a Constitution saving 
throw. The target takes 10d10 necrotic damage ona 


failed save, or half as much damage on a successful one. 


The spell ends after the spirits reach the target or 
they have moved 300 feet. 

At Higher Levels. When you cast this spell using a 
spell slot of 6th level or higher, the damage increases by 
1d10 for each slot level above 5th. 


ANCIENT DRAGONS’ LIGHTNING SPEAR 


5th-level incantation (dragon cult) 


Casting Time: 1 action 
Range: Self (30-foot line) 
Components: V, S 
Duration: Instantaneous 


A secret incantation of the capital’s ancient dragon cult. 
Spoken of in legend, red lightning is the weapon 
wielded by the ancient dragons. 

A forked spear of lightning springs from your seal. 
You leap into the air and slam the bolt down. Each 
creature in a 20-foot-radius sphere centered on you 
must make a Dexterity saving throw. a target takes 8d8 
lightning damage on a failed save, or half as much 
damage on a successful one. Four 5-foot wide long 15- 
foot long lines then burst from the edge of the explosion 
and trace along the ground. The lines cannot overlap 
with each other. Each creature standing in the line not 
caught in the original explosion must succeed ona 
Dexterity save. A target takes 3d6 lightning damage on 
a failed save, or half as much damage on a successful 
one. 

At Higher Levels. When you cast this spell using a 
spell slot of 6th level or higher, the initial damage 
increases by 1d8 for each slot level above 5th. 


ANCIENT DRAGONS’ LIGHTNING STRIKE 


6th-level incantation (dragon cult) 


Casting Time: 1 action 
Range: Self (20-foot radius) 
Components: V, S 
Duration: Instantaneous 


A secret incantation of the capital’s ancient dragon cult. 
Spoken of in legend, red lightning is the weapon 
wielded by the ancient dragons. 

Hurl a bolt of red lightning into the air, summoning a 
storm of lightning that radiates around you. Each 
creature in a 30-foot-radius sphere around you must 
make a Dexterity saving throw. A target takes 10d6 
lightning damage on a failed save, or half as much 
damage on a successful one. 

At Higher Levels. When you cast this spell using a 
spell slot of 7th level or higher, the damage increases by 
1d6 for each slot level above 6th. 


ARCANE SWORD 
7th-level sorcery (carian) 


Casting Time: 1 bonus action 

Range: 60 feet 

Components: V, S 

Duration: Concentration, up to 1 minute 


One of the sorceries of the Carian royal family. Armed 
with this spell, sorcerers gain the strength of knights, 
their loyalty sworn to the moon. 

You create a sword-shaped plane of force that hovers 
within range. It lasts for the duration. 

When the sword appears, you make a melee spell 
attack against a target of your choice within 5 feet of the 
sword. On a hit. the target takes 3d10 force damage. 
Until the spell ends, you can use a bonus action on each 
of your turns to move the sword up to 20 feet to a spot 
you can see and repeat this attack against the same 
target or a different one. 


ASPECT OF THE CRUCIBLE: BREATH 
2nd-level incantation (erdtree) 


Casting Time: 1 action 

Range: Self (15-foot cone) 

Components: V, S 

Duration: Concentration, up to 1 minute 


One of the ancient Erdtree incantations. This is a 
manifestation of the Erdtree’s primal vital energies - an 
aspects of the primordial crucible, where all life was 
once blended together. 

You grow a large pouch of flammable gas on your 
neck. Until the spell ends, you can use an action to 
exhale fire in a 15-foot cone. Each creature in that area 
must make a Dexterity saving throw, taking 3d6 fire 
damage on a failed save, or half as much damage ona 
successful one. 

At Higher Levels. When you cast this spell using a 
spell slot of 3rd level or higher, the damage increases by 
1d6 for each slot level above 2nd. 


ASPECT OF THE CRUCIBLE: HORNS 


1st-level incantation (erdtree) 


Casting Time: 1 action 
Range: Self 
Components: V, S 
Duration: Instantaneous 


One of the ancient Erdtree incantations. This is a 
manifestation of the Erdtree’s primal vital energies - an 
aspects of the primordial crucible, where all life was 
once blended together. 

You bend down while a horn sprouts from your 
shoulder. You suddenly rush forward in a straight line 
up to 20 feet without provoking attacks of opportunity. If 
a creature is in your path, your movement stops short 
and you thrust the horn into them. The target must 
succeed on a Strength saving throw or take 4d8 
piercing damage and be pushed 10 feet away from you. 
On a success, the target takes half damage and is not 
pushed. 

At Higher Levels. When you cast this spell using a 
spell slot of 2nd level or higher, the damage increases 
by 1d8 for each slot level above 1st. 


ASPECT OF THE CRUCIBLE: SCALES 


1st-level incantation (erdtree) 


Casting Time: 1 action 
Range: Self 
Components: V,S 
Duration: 1 hour 


One of the ancient Erdtree incantations. This is a 
manifestation of the Erdtree’s primal vital energies - an 
aspects of the primordial crucible, where all life was 
once blended together. 

You hunch over while scales burst from your flesh. 
You gain gain 1d4+4 temporary hit points for the 
duration. 

At Higher Levels. When you cast this spell using a 
spell slot of 2nd level or higher, you gain 5 additional 
temporary hit points for each slot level above 1st. 


ASPECT OF THE CRUCIBLE: TAIL 


3rd-level incantation (erdtree) 


Casting Time: 1 action 
Range: Self 
Components: V,S 
Duration: Instantaneous 


One of the ancient Erdtree incantations. This is a 
manifestation of the Erdtree’s primal vital energies - an 
aspects of the primordial crucible, where all life was 
once blended together. 

You create a supple tail that sweeps through foes 
around you. Each creature within 15 feet of you must 
make a Strength saving throw. On a failure, they take 
4d12 bludgeoning and are knocked prone. Ona 
success, the creature only takes half damage and is not 
knocked prone. 


At Higher Levels. When you cast this spell using a 
spell slot of 4th level or higher, the damage increases by 
1d12 for each slot level above 3rd. 


ASSASSIN’S APPROACH 


1st-level incantation (two fingers) 


Casting Time: 1 action 

Range: Touch 

Components: V, S 

Duration: Concentration, Up to 1 hour 


Incantation of the Two Fingers’ servants, who once 
served as the assassins of the Roundtable Hold. The 
assassins were charged with eliminating Tarnished who 
had strayed from guidance. 

You touch a willing creature and cloak their feet in 
magic, suppressing their footsteps. The target has 
advantage on Dexterity (Stealth) checks for the 
duration, and takes half damage from falling 40 feet or 
less. 

At Higher Levels. When you cast this spell using a 
spell slot of 2nd level or higher, you can target one 
additional creature for each slot level above 1st. 


AUGURY 


2nd-level incantation (two fingers) 


Casting Time: | minute (ritual) 
Range: Self 

Components: V, S 

Duration: Instantaneous 


Incantation of the Two Fingers’ faithful. The Two 
Fingers has high hopes for the Tarnished; that even if 
they should be wounded, even should they fall, they will 
continue to fight for their duty. 

By casting gem-inlaid sticks, rolling dragon bones, 
laying out ornate cards, or employing some other 
divining tool, you receive an omen from an otherworldly 
entity about the results of a specific course of action that 
you plan to take within the next 30 minutes. The DM 
chooses from the following possible omens: 

Weal, for good results 

Woe, for bad results 

Weal and woe, for both good and bad results 

Nothing, for results that aren’t especially good or bad 

The spell doesn’t take into account any possible 
circumstances that might change the outcome, such as 
the casting of additional spells or the loss or gain ofa 
companion. 

If you cast the spell two or more times before 
completing your next long rest, there is a cumulative 25 
percent chance for each casting after the first that you 
get arandom reading. The DM makes this roll in secret. 


BARRIER OF GOLD 


4th-level incantation (erdtree) 


Casting Time: 1 action 

Range: Self 

Components: V, S 

Duration: Concentration, Up to 10 minutes 


One of the incantations of Erdtree Worship. This 
incantation was used by the champions of the Erdtree in 
the First and the Second Liurnian Wars, during which 
the red-haired Radagon joined the heroes’ ranks 

The sigil of the Erdtree appears in a 10-foot radius 
circle underneath you, persisting for the duration. Each 
willing creature of your choice in the area has 
advantage on saving throws against spells and 
resistance to force damage for the duration. 


BEACON OF HOPE 


3rd-level incantation (erdtree) 


Casting Time: 1 action 

Range: 30 feet 

Components: V, S 

Duration: Concentration, up to 1 minute 


One of the ancient Erdtree incantations. The Erdtree 
once flourished with abundance- yet it was only for a 
fleeting moment. Such is the course of all life. 

This spell bestows hope and vitality. Choose any 
number of creatures within range. For the duration, 
each target has advantage on Wisdom saving throws 
and death saving throws, and regains the maximum 
number of hit points possible from any healing. 


BEAST ASPECT 
Cantrip incantation (bestial) 


Casting Time: 1 action 

Range: Self 

Components: V,S 

Duration: Concentration, up to 10 minutes 


Incantation taught by Gurrangq, the Beast Clergyman. 
Having gained intelligence, the beasts must have felt 
how their wildness slipped away as civilization took 
hold. 

You grow claws, fangs, spines, horns, or a different 
natural weapon of your choice. Your unarmed strikes 
deal 1d6 bludgeoning, piercing, or slashing damage, as 
appropriate to the natural weapon you chose, and you 
are proficient with your unarmed strikes. The natural 
weapon is magic. 


BEAST CLAW 
1st-level incantation (bestial) 


Casting Time: 1 action 
Range: Self (20-foot cone) 
Components: S 
Duration: Instantaneous 


Incantation taught by Gurrangq, the Beast Clergyman. 
This incantation represents the fury of Gurrangq, his 
bestial nature returned, as much as it does his restless 
agitation. 

A beast’s claw sprouts from your hand as you rake it 
along the ground. A set of claws rush from that point in 
a 15-foot cone. Each creature must make a Dexterity 
saving throw. A target takes 4d4 slashing damage ona 
failed save, or half as much damage on a successful one. 

At Higher Levels. When you cast this spell using a 
spell slot of 2nd level or higher, the damage increases 
by 1d4 for each slot level above 1st. 


BEAST’S HIDE 


2nd-level incantation (bestial) 


Casting Time: 1 action 

Range: Touch 

Components: V, S 

Duration: Concentration, up to 1 hour 


Incantation taught by Gurrangq, the Beast Clergyman. 
This incantation represents the fury of Gurrangq, his 
bestial nature returned, as much as it does his restless 
agitation. 

You touch a willing creature. Until the spell ends, the 
target’s skin has a rough, bark-like appearance, and the 
target’s AC can’t be less than 16, regardless of what 
kind of armor it is wearing. 

At Higher Levels. When you cast this spell using a 
spell slot of 3rd level or higher, you can target one 
additional creature for each slot level above 2nd. 


BESTIAL CONSTITUTION 
1st-level incantation (bestial) 


Casting Time: 1 action 
Range: Self 
Components: V, S 
Duration: 1 minute 


Incantation taught by Gurrangq, the Beast Clergyman. 
Having gained intelligence, the beasts must have felt 
how their wildness slipped away as civilization took 
hold. 

For the duration, you have advantage on saving 
throws against bleed and frostbite. 


BESTIAL SLING 


2nd-level incantation (bestial) 


Casting Time: 1 bonus action 
Range: Self (15-foot cone) 
Components: V, S 

Duration: Instantaneous 


Incantation taught by Gurrangq, the Beast Clergyman. It 
is said that in the time before the Erdtree, stones were 
the firstweapons of the beasts who had gained 
intelligence. 


Fill your palm with rock shards and fling them in a blur 
of stone. Each creature in a 15-foot cone centered on 
that point must make a Dexterity saving throw. A target 
takes 2d4 piercing damage on a failed save, or half as 
much damage on a successful one. 

At Higher Levels. When you cast this spell using a 
spell slot of 3rd level or higher, the damage increases by 
1d4 for each slot level above 2nd. 


BESTIAL VITALITY 


2nd-level incantation (bestial) 


Casting Time: 1 action 

Range: Self 

Components: V, S 

Duration: Concentration, up to 1 minute 


Incantation taught by Gurranq, the Beast Clergyman. 
Having gained intelligence, the beasts must have felt 
how their wildness slipped away as civilization took 
hold. 

You imbue your body with the strength of beasts. For 
the duration, at the start of your turn, you regain hit 
points equal to your spellcasting ability modifier. The 
spell ends after it has healed you a number of times 
equal to 1 + your spellcasting ability modifier (minimum 
of twice) 

At Higher Levels. When you cast this spell using a 
spell slot of 3rd level or higher, the spell can heal you an 
additional time for each slot level above 2nd. 


BLACK BLADE 
8th-level incantation (erdtree) 


Casting Time: 1 action 
Range: 15 feet 
Components: V, S 
Duration: Instantaneous 


Power gleaned from the remembrance of Maliketh. This 
blade was once imbued with Destined Death. In 
addition to dealing damage, it reduces foes’ maximum 
HP and continues to sap their current HP for a very 
short time. 

You conjure an echo of the Black Blade imbued with 
Destined Death, slamming it down at a creature within 
range. Make a melee spell attack against a creature in 
range. On a hit, if the creature has 100 or fewer hit 
points, the creature dies immediately. If it has more 
than 100 hit points, it takes 15d10 points of necrotic 
damage. 


BLACK FLAME 
Cantrip incantation (godskin apostle) 


Casting Time: 1 action 
Range: 30 feet 
Components: V,S 
Duration: Instantaneous 


A black flame incantation of the Godskin Apostles. 


You conjure a handful of god-slaying black flame, 
hurling it at a creature within range. Make a ranged 
spell attack against the target. On a hit, the target takes 
1d10 fire damage. Damage dealt by this spell ignores 
damage resistance if the target is a celestial. 


BLACK FLAME BLADE 
2nd-level incantation (Sodskin apostle) 


Casting Time: 1 action 

Range: Touch 

Components: V, S 

Duration: Concentration, Up to 10 minutes 


A black flame incantation of the Godskin Apostles. 
Black flame is weighty. 

You touch a weapon that deals only physical damage. 
Until the spell ends, that weapon becomes a magic 
weapon that deals an additional 1d6 fire damage. 
Targets are covered in black flame the first time each 
turn that a creature takes fire damage from the 
empowered weapon. At the beginning of their next turn, 
they take an additional 1d4 fire damage. 


BLACK FLAME RITUAL 
5th-level incantation (godskin apostle) 


Casting Time: 1 action 

Range: Self (15-foot radius) 
Components: V, S 

Duration: Concentration, up to 1 minute 


Superior black flame incantation of the Godskin 
Apostles. Summons a circle of black flame pillars 
around the caster. Charging increases the size of the 
circle. The Gloam-Eyed Queen led the apostles. It is 
said that she was an Empyrean chosen by the Fingers. 

You summon pillars of black flame in a 15-foot radius 
circle around you that moves with you for the duration. 

When the wall appears, each creature within its area 
must make a Dexterity saving throw. On a failed save, a 
creature takes 5d8 fire damage, or half as much damage 
on a successful save. A creature takes 5d8 fire damage 
when it enters the wall for the first time on a turn or 
ends its turn there. 

Damage dealt by this spell ignores damage 
resistances of fey, fiends, and celestials. 

At Higher Levels. When you cast this spell using a 
spell slot of 6th level or higher, the initial damage 
increases by 1d8 for each slot level above 5th. 


BLACK FLAME’S PROTECTION 
3rd-level incantation (Sodskin apostle) 


Casting Time: 1 action 

Range: Self 

Components: V, S 

Duration: Concentration, Up to 10 minutes 


A black flame incantation of the Godskin Apostles. The 
Apostles were all embraced by the Gloam-Eyed Queen, 
and the black flame was their armor within. 


Bolster a willing target with black flame, granting them 
resistance to bludgeoning, piercing, and slashing 
damage from nonmagical sources for the duration. 
While the spell is active, the target only regains half hit 
points from a source that would heal them. 


BLACK STAR 
4th-level sorcery (gravity) 


Casting Time: 1 action 
Range: 90 feet 
Components: V,S 
Duration: Instantaneous 


One of the glintstone sorceries that manipulates 
Sravitational forces. A gravitational technique mastered 
by the young Radahn. “I thank you for your tutelage, for 
now I can challenge the stars. “ 

An infintesimely small point in space appears for a 
fraction of a second, pulling each creature and object 
within 30 feet of it toward it. Each creature in the area 
must succeed on a Strength saving throw or be pulled in 
a straight line into the nearest unocuppied space toward 
the chosen point. Medium or smaller objects in the area 
automatically fail the saving throw. 

After being dragged, creatures who fail the save take 
2d4 bludgeoning damage for each Small or Medium 
creature or object within 5 feet of them. 


BLACKFIRE STORM 
7th-level incantation (godskin apostle) 


Casting Time: 1 action 
Range: 150 feet 
Components: V,S 
Duration: Instantaneous 


A black flame incantation of the Godskin Apostles. 

A storm made up of sheets of roaring flame appears 
in a location you choose within range. The area of the 
storm consists of up to ten 10-foot cubes, which you can 
arrange as you wish. Each cube must have at least one 
face adjacent to the face of another cube. Each creature 
in the area must make a Dexterity saving throw. It takes 
7d10 fire damage on a failed save, or half as much 
damage on a successful one. 

The fire damages objects in the area and ignites 
flammable objects that aren’t being worn or carried. If 
you choose, plant life in the area is unaffected by this 
spell. 

At Higher Levels. When you cast this spell using a 
spell slot of 8th level or higher, the damage increases by 
1d10 for each slot level above 7th. 


BLESSING OF THE ERDTREE 
5th-level incantation (erdtree) 


Casting Time: 1 action 

Range: Self (10-foot radius) 
Components: V,S 

Duration: Concentration, up to 1 minute 


One of the ancient Erdtree incantations. The Erdtree 
once flourished with abundance- yet it was only for a 
fleeting moment. Such is the course of all life. 

A wave of healing energy washes out from a point of 
your choice within range. Choose up to six creatures in 
a 30-foot-radius sphere centered on that point. Each 
target regains hit points equal to 3d8 + your spellcasting 
ability modifier. This spell has no effect on undead or 
constructs. 

At Higher Levels. When you cast this spell using a 
spell slot of 6th level or higher, the healing increases by 
1d8 for each slot level above 5th. 


BLESSING’S BOON 


6th-level incantation (erdtree) 


Casting Time: 1 action 

Range: Self (15-foot radius) 
Components: V, S 

Duration: Concentration, Up to 1 minute 


One of the ancient Erdtree incantations. Blessings once 
fell like tears from the Erdtree, and this incantation is 
but a lingering remnant of their power. 

A blessing surrounds you and each creature of your 
choice within range for duration. At the beginning of a 
blessed creatures turn, they regain hit points equal to 
their proficiency bonus. The spells ends on a creature if 
it falls unconscious. 


BLOODBOON 
6th-level incantation (blood) 


Casting Time: 1 action 
Range: 15 feet 
Components: V, S 
Duration: Instantaneous 


Sacred incantation of Mohg, Lord of Blood. The mother 
of truth craves wounds. When Mohg stood beforeher, 
deep underground, his accursed blood erupted with fire, 
andbesotted with the defilement that he was born into. 

Pierce the formless mothers flesh with your hand, 
taking her blood and scattering it in an arc in front of 
you. Bloodflame collects on the ground in six five-foot 
wide squares in range. The squares must have at least 
one side adjacent to another one. Each creature in the 
area must make a Constitution saving throw. It takes 
5d10 fire damage on a failed save and suffers Bleed 2. 
On a success, the creature takes half damage and is not 
affected by Bleed. The bloodflame remains in the area 
for the duration. When a creature enters the spell’s area 
for the first time on a turn or ends its turn there must 
make the same saving throw with the same results. 

At Higher Levels. When you cast this spell using a 
spell slot of 7th level or higher, the damage increases by 
1d10 for each slot level above 6th. 


BLOODFLAME BLADE 
2nd-level incantation (blood) 


Casting Time: 1 action 

Range: Touch 

Components: V, S 

Duration: Concentration, Up to 10 minutes 


A Blood Oath incantation, granted by the Lord of Blood. 
You touch a weapon that deals only physical damage, 
coating it in Bloodflame. Until the spell ends, that 
weapon becomes a magical weapon that deals an 
addition 1d4 fire damage and inflicts Bleed 1 on a hit. 


BLOODY BLADE 
Cantrip sorcery (blood) 


Casting Time: 1 action 

Range: Self (5-foot radius) 
Components: S, M (a melee weapon) 
Duration: Instantaneous 


A Blood Oath incantation, granted by the Lord of Blood. 

You brandish the weapon used in the spell’s casting 
and make a melee attack with it against one creature 
within 5 feet of you. On a hit, the target suffers the 
weapon attack’s normal effects, as well as Bleed 1. This 
spell fails if it is cast on a weapon that already inflicts 
Bleed. 


BONE CHILL 
Cantrip sorcery (death) 


Casting Time: 1 action 
Range: 120 ft 
Components: V, S 
Duration: Instantaneous 


Sorcery of the servants of Death. They are cinders of 
the ancient death hex, raked from the fires of 
ghostflame by Deathbirds. 

You create a ghostly, skeletal hand in the space of a 
creature within range. Make a ranged spell attack 
against the creature to assail it with the chill of the 
grave. On a hit, the target takes 1d8 necrotic damage, 
and it can’t regain hit points until the start of your next 
turn. Until then, the hand clings to the target. 

If you hit an undead target, it also has disadvantage 
on attack rolls against you until the end of your next 
turn. 


BOREALIS’S MIST 


7th-level incantation (dragon communion) 


Casting Time: 1 action 
Range: Self (30-foot cone) 
Components: V, S 
Duration: Instantaneous 


Superior incantation of Dragon Communion. Channels 
the power of Borealis, the Freezing Fog. The ice 
dragons were once lords of the mountaintops long 
ago,until they were defeated by the Fire Giants and 
chased from the peak. 

Summoning the head of Borealis above you, you rise 
into the air and breathe down a 60 ft. cone of freezing 
mist. Each creature in the area must succeed ona 
Constitution saving throw or take 10d6 cold damage 
and be frostbitten. On a successful save, the target takes 
half damage and is not frostbitten. At the end of its turn, 
a frostbitten creature can make another Constitution 
saving throw. On a success, the condition ends on a 
target. 

At Higher Levels. When you cast this spell using a 
spell slot of 8th level or higher, the damage increases by 
1d6 for each slot level above 7th. 


BRIARS OF PUNISHMENT 
4th-level sorcery (blood) 


Casting Time: 1 action 
Range: Self (60-foot line) 
Components: V, S 
Duration: Instantaneous 


An aberrant sorcery discovered by exiled criminals. 
Theirs are the sorceries most reviled by the academy. 
Wounds the caster with thorns of punishment, sending 
a trail of bloodthorns running over the ground to impale 
enemies from below. The guilty, their eyes Souged by 
thorns, lived in eternal darkness. There, they discovered 
the blood star. 

Briars erupt from your body, dealing 2d4 damage to 
you and soaking the ground in your blood. Rows of 
bloodthorns crawl along the ground in a 5-foot wide, 60- 
foot long line emanating from yourself. Each creature in 
the line must succeed on a Dexterity saving throw. A 
target takes 8d6 piercing damage on a failed save, or 
half as much damage on a successful one. 

When you cast this spell, you may target a creature in 
the line, ending the effect when it reaches them, causing 
the thorns to erupt around it. If you do, that creature has 
disadvantage on the saving throw to avoid damage. 

At Higher Levels. When you cast this spell using a 
spell slot of 5th level or higher, the damage the target 
takes increases by 1d6 for each slot level above 4th. 


BRIARS OF SIN 
2nd-level sorcery (blood) 


Casting Time: 1 action 

Range: Self (5-foot radius) 
Components: V, S 

Duration: Concentration, up to 1 minute 


An aberrant sorcery discovered by exiled criminals. 
Theirs are the sorceries most reviled by the academy. 


Briars sprout from your flesh, dealing 1d4 points of 
piercing damage to you and spilling your blood ina 
circle around you. Bloodthorns erupt from the ground in 
a five-foot radius circle around you. Each creature other 
than you must succeed on a Dexterity saving throw. A 
target takes 4d6 piercing damage on a failed save, or 
half as much damage on a successful one. 

So long as you are in the space you originally cast this 
spell, you may create another eruption of thorns in the 
same manner as the first. You take the same piercing 
damage each time you use it. 

At Higher Levels. When you cast this spell using a 
spell slot of 3rd level or higher, the damage dealt to the 
target increases by 1d6 for each slot level above 2nd. 


Burn, O FLAME! 


6th-level incantation (ruinous flame) 


Casting Time: 1 action 
Range: Self (20-foot radius) 
Components: V,S 
Duration: Instantaneous 


One of the incantations that draws directly from the 
power of the Fire Giants. The Fire Giants borrowed 
from the power of a fell god, and still they were 
defeated. Yet their failure released them from their 
solitary curse: to serve as keepers of the Flame for 
eternity. 

Pillars of giants flame erupt in a 30-foot area 
surrounding you. Each creature other than you in the 
area must make a Dexterity saving throw. On a failure, 
they take 12d8 fire damage. A creature takes half 
damage on a success. 

At Higher Levels. When you cast this spell using a 
spell slot of 7th level or higher, the damage increases by 
1d8 for each slot level above 6th. 


BURNING HANDS 


1st-level incantation (ruinous flame) 


Casting Time: 1 action 
Range: Self 
Components: V,S 
Duration: Instantaneous 


Incantation of the Fire Monks. Momentarily sparks 
roaring flame from the caster’s hand. The Giants’ Flame 
still smolders upon the distant northernmountaintop, 
and the Fire Monks are its guardians. 

As you hold your hands with thumbs touching and 
fingers spread, a thin sheet of flames shoots forth from 
your outstretched fingertips. Each creature in a 15-foot 
cone must make a Dexterity saving throw. A creature 
takes 3d6 fire damage on a failed save, or half as much 
damage on a successful one. 

The fire ignites any flammable objects in the area that 
aren’t being worn or carried. 

At Higher Levels. When you cast this spell using a 
spell slot of 2nd level or higher, the damage increases 
by 1d6 for each slot level above 1st. 


CALL LIGHTNING 


3rd-level incantation (dragon cult) 


Casting Time: 1 action 

Range: 120 feet 

Components: V, S 

Duration: Concentration, up to 10 minutes 


One of the incantations of the capital’s ancient dragon 
cult. Long ago, Godwyn the Golden defeated the ancient 
dragon Fortissax, and befriended his fallen foe — an 
event that gave rise to the ancient dragon cult in the 
capital. 

A storm cloud appears in the shape of a cylinder that 
is 10 feet tall with a 60-foot radius, centered on a point 
you can see within range directly above you. The spell 
fails if you can’t see a point in the air where the storm 
cloud could appear (for example, if you are in a room 
that can’t accommodate the cloud). 

When you cast the spell, choose a point you can see 
under the cloud. A bolt of lightning flashes down from 
the cloud to that point. Each creature within 5 feet of 
that point must make a Dexterity saving throw. A 
creature takes 3d10 lightning damage on a failed save, 
or half as much damage on a successful one. On each of 
your turns until the spell ends, you can use your action 
to call down lightning in this way again, targeting the 
same point or a different one. 

If you are outdoors in stormy conditions when you 
cast this spell, the spell gives you control over the 
existing storm instead of creating a new one. Under 
such conditions, the spell’s damage increases by 1d10. 

At Higher Levels. When you cast this spell using a 
spell slot of 4th level or higher, the damage increases by 
1d10 for each slot level above 3rd. 


CANNON OF HAIMA 
3rd-level sorcery (glintstone) 


Casting Time: 1 action 
Range: 60 feet 
Components: V, S 
Duration: Instantaneous 


One of the glintstone sorceries of the Academy of Raya 
Lucaria. Drawn from the conspectus of Haima, the 
adjudicator of the academy, this sorcery employs might 
as a means to quell conflict. 

A dense cluster of magic collects at the tip of your 
stave, launching it towards to a point you choose within 
range, exploding into a blast of glintstone. Each 
creature in a 20-foot radius Sphere centered on that 
point must make a Dexterity saving throw. A target 
takes 8d6 force damage on a failed save, or half as 
much damage on a successful one. 

At Higher Levels. When you cast this spell using a 
spell slot of 4th level or higher, the damage increases by 
1d6 for each slot level above 3rd. 


CARIAN GREATSWORD 


3rd-level sorcery (carian) 


Casting Time: 1 action 

Range: 10 feet 

Components: V,S 

Duration: Concentration, up to 1 minute 


One of the sorceries of the Carian royal family. Armed 
with this spell, sorcerers gain the strength of knights, 
their loyalty sworn to the moon. 

A massive magical greatsword springs from the tip of 
your staff. When the sword appears, you make a melee 
spell attack against a target of your choice within range. 
On a hit, the target takes 2d12 force damage. Until the 
spell ends, you can use an action to repeat this attack 
against the same target or a different one. 


CARIAN PHALANX 


4th-level sorcery (carian) 


Casting Time: 1 action 

Range: Self 

Components: V, S 

Duration: Concentration, up to 1 minute 


One of the sorceries of the Carian royal family. An 
enhanced version of the glintblade sorcery used by 
enchanted knights. 

Six glintblades form an arc arc around you. When the 
swords appear, you may send a glintblade forward. 
make a ranged spell attack against a target of your 
choice within range. On a hit, the target takes 2d6 force 
damage. You may use a bonus action on each of your 
turns to make an additional attack at the same target or 
a different one. On subsequent turns, you may use an 
action and/or a bonus action to make additional attacks 
with the blades. The spell ends when no glintblades 
remain. 

At Higher Levels. When you cast this spell using a 
spell slot of 5th level or higher, the number of 
glintblades created increases by two for each slot level 
above 4th. 


CARIAN PIERCER 


1st-level sorcery (carian) 


Casting Time: 1 action 
Range: 15 feet 
Components: V,S 
Duration: Instantaneous 


One of the sorceries of the Carian royal family. This 
sorcery forms a counterpart to Carian Greatsword. 
Highly lethal when used against single foes riding alone. 

A magical greatsword springs from your staff, striking 
at creatures in a line of 15 feet long and 5 feet wide. 
Each creature in the line must make a Dexterity saving 
throw. A creature takes 4d6 force damage on a failed 
save, or half as much damage on a successful one. 


At Higher Levels. When you cast this spell using a spell 
slot of 2nd level or higher, the damage increases by 1d6 
for each slot level above 1st. 


CARIAN RETALIATION 


2nd-level sorcery (carian) 


Casting Time: 1 reaction, which you take when you see 
a creature within 60 targeting you with a spell 

Range: Self 

Components: V, S 

Duration: Instantaneous 


One of the sorceries of the Carian royal family. This was 
the Carian royal family’s secret means to prepare 
against the disloyalty of the academy. The moon and 
stars would one day go their separate ways. 

You quickly wave your staff in front of you, conjuring 
a pool of magic to intercept an effect targetting you. If 
the spell is an attack, the attack against you is made at 
disadvantage. If it requires a saving throw, you gain 
advantage on the save. 

If the attack misses or you succeed on the save, a 
glintblade springs into being in front of you. The 
glintblade flies at the spell’s caster in retaliation. Make a 
ranged spell attack at the target. On a hit, the target 
takes 1d8 force damage. 


CARIAN SLICER 


1st-level sorcery (carian) 


Casting Time: 1 bonus action 

Range: 5 feet 

Components: V, S 

Duration: Concentration, up to 1 minute 


One of the sorceries of the Carian royal family. Even 
among the Carian sword sorceries, this is a notably 
effective technique. 

A magical shortsword springs from the tip of your 
staff. When the sword appears, you make a melee spell 
attack against a target of your choice within 5 feet of 
you. On a hit, the target takes 1d6 force damage. Until 
the spell ends, you can use a bonus action to repeat this 
attack against the same target or a different one. 


CATCH FLAME 


Cantrip incantation (ruinous flame) 


Casting Time: 1 action 
Range: 30 feet 
Components: V, S 
Duration: Instantaneous 


Incantation originating from a sinister prophecy. The 
flame of ruin is anathema to the Erdtree. But prophets 
sometimes glimpse it within the faith all the same. 
Sadly when this occurs their sole reward is banishment. 
Fire springs from your hand, immolating a creature 
you try to touch. Make a melee spell attack against the 
target. On a hit, the target takes 1d10 fire damage. 


CIRCLE OF DEATH 
6th-level sorcery (death) 


Casting Time: 1 action 
Range: 150 feet 
Components: V,S 
Duration: Instantaneous 


Sorcery of the servants of Death. They are cinders of 
the ancient death hex, raked from the fires of 
Shostflame by Deathbirds. 

A sphere of negative energy ripples out in a 60-foot- 
radius sphere from a point within range. Each creature 
in that area must make a Constitution saving throw. A 
target takes 8d6 necrotic damage on a failed save, or 
half as much damage on a successful one. 

At Higher Levels. When you cast this spell using a 
spell slot of 7th level or higher, the damage increases by 
2d6 for each slot level above 6th. 


CLOUDKILL 


5th-level incantation (servants of rot) 


Casting Time: 1 action 

Range: 120 feet 

Components: V,S 

Duration: Concentration, up to 10 minutes 


Incantation of the servants of rot. A technique of the 
pale pests who crawl through the lands afflicted by 
scarlet rot; the abandoned children of the goddess. “Do 
you have an interest in rot incantations?” 

You create a 20-foot-radius sphere of poisonous, 
yellow-green fog centered on a point you choose within 
range. The fog spreads around corners. It lasts for the 
duration or until strong wind disperses the fog, ending 
the spell. Its area is heavily obscured. 

When a creature enters the spell’s area for the first 
time on a turn or starts its turn there, that creature must 
make a Constitution saving throw. The creature takes 
5d8 poison damage on a failed save, or half as much 
damage on a successful one. Creatures are affected 
even if they hold their breath or don’t need to breathe. 

The fog moves 10 feet away from you at the start of 
each of your turns, rolling along the surface of the 
ground. The vapors, being heavier than air, sink to the 
lowest level of the land, even pouring down openings. 

At Higher Levels. When you cast this spell using a 
spell slot of 6th level or higher, the damage increases by 
1d8 for each slot level above 5th. 


COLLAPSING STARS 
3rd-level sorcery (gravity) 


Casting Time: 1 action 
Range: 60 feet 
Components: V, S 
Duration: Instantaneous 


One of the glintstone sorceries that manipulates 
Sravitational forces. A gravitational technique mastered 
by the young Radahn. “I thank you for your tutelage, for 
now I can challenge the stars. “ 

Spheres of gravitational magic spring from your staff, 
launching towards a creature within range. The target 
must make a Strength saving throw. On a failed save, 
the target takes 5d8 bludgeoning damage on a failed 
save and is dragged fifteen feet towards you. A creature 
takes half as much damage on a successful save and is 
not dragged. 

At Higher Levels. When you cast this spell using a 
spell slot of 4th level or higher, the damage increases by 
1d8 for each slot level above 3rd. 


COMET 
3rd-level sorcery (glintstone) 


Casting Time: 1 action 
Range: 120 feet 
Components: V, S 
Duration: Instantaneous 


One of the glintstone sorceries of the Academy of Raya 
Lucaria. The greatest of the Karolos Conspectus’s 
sorceries, that only avery few sorcerers have ever 
mastered. 

Glintstone energy collects at the tip of your staff, 
which you then project towards a creature or object in 
range. Make a ranged spell attack against the target. On 
a hit, the target takes 5d12 force damage. 

At Higher Levels. When you cast this spell using a 
spell slot of 4th level or higher, the damage increases by 
1d12 for each slot level above 3rd. 


COMET AZUR 


9th-level sorcery (cosmic) 


Casting Time: 1 action 

Range: Self (60-foot line) 

Components: V, S 

Duration: Concentration, up to 1 minute 


Legendary sorcery devised by Azur, primeval sorcerer. 
When Azur glimpsed into the primeval current, he saw 
darkness. He was left both bewitched and fearful of the 
abyss. 

You gaze into the abyss between the stars for just a 
moment, projecting your vision into a mighty beam in 
the form of a line 10 feet wide and 120 feet long. Any 
creature caught in the beam takes 10d10 force damage. 
If this damage reduces the target to 0 Hit Points, it is 
disintegrated. Any creature that enters the beam or 
ends its turn within it takes the same damage. As a 
bonus action on your turn, you can point the line ina 
direction. 


CONFUSION 


4th-level incantation (frenzied flame) 


Casting Time: 1 action 

Range: 90 feet 

Components: V, S 

Duration: Concentration, up to 1 minute 


Incantation originating from the maddening Three 
Fingers. It is the maddening pain and unstoppable tears 
of those afflicted with the flame of frenzy brought into 
being. 

This spell assaults and twists creatures’ minds, 
spawning delusions and provoking uncontrolled action. 
Each creature in a 10-foot-radius sphere centered on a 
point you choose within range must succeed ona 
Wisdom saving throw when you cast this spell or be 
affected by it. 

An affected target can’t take reactions and must roll a 
d10 at the start of each of its turns to determine its 
behavior for that turn. 

d10 Behavior 

1 The creature uses all its movement to move ina 
random direction. To determine the direction, roll a d8 
and assign a direction to each die face. The creature 
doesn’t take an action this turn. 

2-6 The creature doesn’t move or take actions this 
turn. 

7-8 The creature uses its action to make a melee 
attack against a randomly determined creature within 
its reach. If there is no creature within its reach, the 
creature does nothing this turn. 

9-10 The creature can act and move normally. 

At the end of each of its turns, an affected target can 
make a Wisdom saving throw. If it succeeds, this effect 
ends for that target. 

At Higher Levels. When you cast this spell using a 
spell slot of 5th level or higher, the radius of the sphere 
increases by 5 for each slot level above 4th. 


CRYSTAL BARRAGE 
2nd-level sorcery (glintstone) 


Casting Time: 1 action 

Range: Self (30-foot line) 

Components: V,S 

Duration: Concentration, up to 1 minute 


One of the glintstone sorceries of the Academy of Raya 
Lucaria. A sorcery of the Crystal Cadre, a group of 
sorcerers who pursue the wisdom of stone - the secrets 
locked in the faint cogitation of the Crystalians. 

Glintstone collects at the tip of your staff, bursting 
forth in a line five feet wide and 20 feet long. Until the 
spell ends, the creature can use an action change the 
direction of the line. Each creature in that area must 
make a Dexterity saving throw, taking 3d6 force 
damage on a failed save, or half as much damage on a 
successful one. 


At Higher Levels. When you cast this spell using a 
spell slot of 3rd level or higher, the damage increases by 
1d6 for each slot level above 2nd. 


CRYSTAL BURST 


1st-level sorcery (crystalian) 


Casting Time: 1 action 
Range: Self (15-foot cone) 
Components: V, S 
Duration: Instantaneous 


One of the glintstone sorceries of the Academy of Raya 
Lucaria. A sorcery of the Crystal Cadre, a group of 
sorcerers who pursued the wisdom of stone - the 
secrets locked in the faint cogitation of the Crystalians. 

Glintstone crystals collect in your staff and explode in 
a 15-foot cone. Each creature in that area must make a 
Dexterity saving throw, taking 3d6 force damage ona 
failed save, or half as much damage on a successful one. 

At Higher Levels. When you cast this spell using a 
spell slot of 2nd level or higher, the damage increases 
by 1d6 for each slot level above Ist. 


CRYSTAL PILLARS 
6th-level sorcery (crystalian) 


Casting Time: 1 action 

Range: 60 feet 

Components: V, S 

Duration: Concentration, up to 1 minute 


Sorcery of the mysterious Crystalians. The Crystalians 
are inorganic beings, yet they live. They cleave close to 
the ideals of the primeval current, and as such, they are 
revered guests of the sorcerers. 

You cause up to six pillars of crystal to burst from 
places on the ground that you can see within range. 
Each pillar is a cylinder that has a diameter of 5 feet and 
a height of up to 30 feet. The ground where a pillar 
appears must be wide enough for its diameter, and you 
can target the ground under a creature if that creature is 
Medium or smaller. Each pillar has AC 15, 20 hit points, 
and has immunity to poison and psychic damage, as 
well as vulnerability to bludgeoning damage. When 
reduced to 0 hit points, a pillar crumbles into crystal 
shards in a 10-foot radius. Any creature that enters the 
area must succeed on a DC 15 Dexterity saving throw 
or stop moving and take 1 piercing damage. Also ona 
failed save, until the creature regains at least 1 hit point, 
its walking speed is reduced by 10 feet. A creature 
moving through the area at half speed doesn’t need to 
make the saving throw. 

If a pillar is created under a creature, that creature 
must succeed on a Dexterity saving throw or be lifted by 
the pillar. A creature can choose to fail the save. 

If a pillar is prevented from reaching its full height 
because of a ceiling or other obstacle, a creature on the 
pillar takes 6d6 bludgeoning damage and the pillar 
shatters. It distinegrates into the same shards as if it 
were destroyed by damage. 


At Higher Levels. When you cast this spell using a spell 
slot of 7th level or higher, you can create two additional 
pillars for each slot level above 6th. 


CRYSTAL RELEASE 


3rd-level sorcery (crystalian) 


Casting Time: 1 action 

Range: 30 feet (15-foot radius circle) 
Components: V, S 

Duration: Instantaneous 


Sorcery of the mysterious Crystalians. This sorcery is 
used by high-ranking adepts among the Crystalians. 
Some also call this sorcery “the Crystal Sun. “ 

Glinstone crystals collect in a mass above your head, 
rising into the air and exploding downwards in a 10-foot 
radius circle around you. Each creature in that area 
other than you must make a Dexterity saving throw, 
taking 6d8 force damage on a failed save, or half as 
much damage on a successful one. 

At Higher Levels. When you cast this spell using a 
spell slot of 4th level or higher, the damage increases by 
1d8 for each slot level above 3rd. 


CRYSTAL TORRENT 
5th-level sorcery (crystalian) 


Casting Time: 1 action 

Range: Self (5-foot wide, 60-foot long line) 
Components: V,S 

Duration: Concentration, up to 1 minute 


Sorcery of the mysterious Crystalians. The wrath of the 
Crystalians encapsulated in sorcery. Each shard is of 
substantial size, making even a stray blow capable of 
inflicting a severe wound. 

Glintstone crystals collect in your staff burst forth in a 
line 5 feet wide and 30 feet long. For the duration, you 
may use an action to change the direction the line. Each 
creature in that area must make a Dexterity saving 
throw, taking 5d8 piercing damage on a failed save, or 
half as much damage on a successful one. 

At Higher Levels. When you cast this spell using a 
spell slot of 6th level or higher, the damage increases by 
1d8 for each slot level above 5th. 


CRYSTALLIAN’S ENDURANCE 
2nd-level sorcery (crystalian) 


Casting Time: 1 action 

Range: Touch 

Components: V,S 

Duration: Concentration, up 1 hour 


Sorcery of the mysterious Crystalians. The Crystalians 
are inorganic beings, yet they live. They cleave close to 
the ideals of the primeval current, and as such, they are 
revered guests of the sorcerers. 

You touch a creature and bestow tiny shards of 
crystal that coat its skin. The target has advantage on 


Constitution checks. It also gains 2d6 temporary hit 
points, which are lost when the spell ends. 


CRYSTALSKIN 
4th-level sorcery (crystalian) 


Casting Time: 1 action 
Range: Touch 
Components: V, S 
Duration: | hour 


Sorcery of the mysterious Crystalians. The Crystalians 
are inorganic beings, yet they live. They cleave close to 
the ideals of the primeval current, and as such, they are 
revered guests of the sorcerers. 

This spell turns the flesh of a willing creature you 
touch as hard as crystal. Until the spell ends, the target 
has resistance to nonmagical piercing and slashing 
damage, but also vulnerability to bludgeoning damage. 


CURE POISON 


2nd-level incantation (two fingers) 


Casting Time: 1 action 
Range: Touch 
Components: V, S 
Duration: 1 hour 


Incantation of the Two Fingers’ faithful. The Two 
Fingers has high hopes for the Tarnished; that even if 
they should be wounded, even should they fall, they will 
continue to fight for their duty. 

You touch a creature. If it is poisoned, you neutralize 
the poison. If more than one poison afflicts the target, 
you neutralize one poison that you know is present, or 
you neutralize one at random. 

For the duration, the target has advantage on saving 
throws against being poisoned, and it has resistance to 
poison damage. 


CURE WOUNDS 


1st-level incantation (two fingers) 


Casting Time: 1 action 
Range: Touch 
Components: V, S 
Duration: Instantaneous 


Incantation of the Two Fingers’ faithful. The Two 
Fingers has high hopes for the Tarnished; that even if 
they should be wounded, even should they fall, they will 
continue to fight for their duty. 

A creature you touch regains a number of hit points 
equal to 1d8 + your spellcasting ability modifier. This 
spell has no effect on undead or constructs. 

At Higher Levels. When you cast this spell using a 
spell slot of 2nd level or higher, the healing increases by 
1d8 for each slot level above 1st. 


DARKNESS 


2nd-level incantation (two fingers) 


Casting Time: 1 action 

Range: 60 feet 

Components: V,S 

Duration: Concentration, Up to 10 minutes 


Incantation of the Two Fingers’ servants, who once 
served as the assassins of the Roundtable Hold. The 
assassins were themselves once Tarnished who had 
strayed from guidance, and they pursued their duty in 
the darkness that is without grace. 

Magical darkness spreads from a point you choose 
within range to fill a 15-foot radius sphere for the 
duration. The darkness spreads around corners. A 
creature with darkvision can’t see through this 
darkness, and nonmagical light can’t illuminate it. 

If the point you choose is on an object you are holding 
or one that isn’t being worn or carried, the darkness 
emanates from the object and moves with it. Completely 
covering the source of the darkness with an opaque 
object, such as a bowl or a helm, blocks the darkness. 

If any of this spell’s area overlaps with an area of light 
created by a spell of 2nd level or lower, the spell that 
created the light is dispelled. 


DAYLIGHT 


3rd-level incantation (erdtree) 


Casting Time: 1 action 
Range: 60 feet 
Components: V, S 
Duration: 1 hour 


7K 


A 60-foot-radius sphere of light spreads out from a 
point you choose within range. The sphere is bright 
light and sheds dim light for an additional 60 feet. 

If you chose a point on an object you are holding or 
one that isn’t being worn or carried, the light shines 
from the object and moves with it. Completely covering 
the affected object with an opaque object, such as a 
bowl or a helm, blocks the light. 

If any of this spell’s area overlaps with an area of 
darkness created by a spell of 3rd level or lower, the 
spell that created the darkness is dispelled. 


DEATH LIGHTNING 


8th-level incantation (dragon cult) 


Casting Time: 1 action 
Range: Self (20-foot radius) 
Components: V,S 
Duration: Instantaneous 


Incantation that channels the power of the ancient 
dragon Fortissax, now corrupted by Death. It said that 
this golden lightning was wielded by Godwyn, who 
befriended Fortissax. 

Golden lightning wrapped in the dark shadow of 
death strikes a number of unoccupied spaces within 30 


feet of you equal to your spellcasting modifier 
(minimum 1). Any creature in a struck space must make 
a Constituion saving throw. On a failure take 6d6 
lightning damage and 6d6 necrotic damage. In addition, 
they gain one level of exhaustion. On a success, the 
target takes half as much damage and is not exhausted. 

At Higher Levels. When you cast this spell using a 
spell slot of 9th level or higher, both damage types 
increase by 1d6 for each slot level above 8th. 


DETECT POISON AND DISEASE 
1st-level incantation (servants of rot) 


Casting Time: 1 action 
Range: Self 
Components: V, S 
Duration: 10 minutes 


Incantation of the servants of rot. Those who dwell 
within poison know rot all too well. The death that 
begets life, that comes to all equally. That is to say: it is 
the cycle of rebirth put into practice. 

For the duration, you can sense the presence and 
location of poisons, poisonous creatures, and diseases 
within 30 feet of you. You also identify the kind of 
poison, poisonous creature, or disease in each case. 

The spell can penetrate most barriers, but it is 
blocked by 1 foot of stone, 1 inch of common metal, a 
thin sheet of lead, or 3 feet of wood or dirt. 


Discus OF LIGHT 


1st-level incantation (golden order) 


Casting Time: 1 action 
Range: 30 feet 
Components: V, S 
Duration: Instantaneous 


One of the incantations of the Golden Order 
fundamentalists. A gift from the young Miquella to his 
father, Radagon. 

You conjure a perfect circle of golden light in your 
hand and hurl it at a point in within range. The disk is 5- 
feet wide and travels in a line to the chosen point. Each 
creature in the line must make a Dexterity saving throw 
or take 2d8 radiant damage. A target takes half damage 
on a successful save. The disk remains in the space at 
the end of the line until the end of your next turn. Any 
creature that moves into the space or ends their turn 
there must make the same saving throw with the same 
results. At the beginning of your next turn, the disk 
returns in a straight line ending in the nearest space 
adjacent to you. Each creature in the line is affected in 
the same manner as first one. The spell ends if you 
move out of range of the disk. 

At Higher Levels. When you cast this spell using a 
spell slot of 2nd level or higher, the damage increases 
by 1d8 for each slot level above Ist. 


DISSONANT WHISPERS 


1st-level incantation (frenzied flame) 


Casting Time: 1 action 
Range: 60 feet 
Components: V, S 
Duration: Instantaneous 


Incantations originating from the maddening Three 
Fingers. Even a glimpse is enough to strike fear into the 
hearts of man. 

You whisper a discordant melody that only one 
creature of your choice within range can hear, wracking 
it with terrible pain. The target must make a Wisdom 
saving throw. On a failed save, it takes 3d6 psychic 
damage and must immediately use its reaction, if 
available, to move as far as its speed allows away from 
you. The creature doesn’t move into obviously 
dangerous ground, such as a fire or a pit. Ona 
successful save, the target takes half as much damage 
and doesn’t have to move away. A deafened creature 
automatically succeeds on the save. 

At Higher Levels. When you cast this spell using a 
spell slot of 2nd level or higher, the damage increases 
by 1d6 for each slot level above 1st. 


DIVINE FAVOR 


1st-level incantation (golden order) 


Casting Time: 1 action 

Range: Self 

Components: V, S 

Duration: Concentration, up to 1 minute 


One of the incantations of the Golden Order 
fundamentalists. The Golden Order strength is in its 
flexibility to accept faiths from across the Land’s 
Between. No matter where one draws power, they may 
still draw on the Order for protection. 

Your prayer empowers you with divine radiance. Until 
the spell ends, your weapon attacks deal an extra 1d4 
radiant damage on a hit. 


DIVINE FORTIFICATION 


2nd-level incantation (two fingers) 


Casting Time: 1 action 

Range: Touch 

Components: V,S 

Duration: Concentration, Up to 10 minutes 


Incantation of the Two Fingers’ faithful. Follow the path 
that has been set for you, and you will make enemies of 
all others: the monks, the sorcerers, the ancient dragon 
knights and the scions of gold. Heed me — the Lands 
Between offers no welcome to the Tarnished. 

For the duration, the willing creature you touch has 
resistance to radiant damage. 


DRAGONBOLT BLESSING 


3rd-level incantation (dragon cult) 


Casting Time: 1 action 

Range: Self 

Components: V, S 

Duration: Concentration, Up to 10 minutes 


Superior incantation of the capital’s ancient dragon cult. 
Only those loved by dragons can survive the ordeal of 
cladding their bodies in lightning. 

For the duration, a willing creature of your choice 
within range has advantage on the Bleed, Frostbitten, 
Poisoned, Rotting, and Stunned conditions for the 
duration. They also have vulnerability to lightning 
damage for the duration. 


DRAGONCLAW 


1st-level incantation (dragon communion) 


Casting Time: 1 action 
Range: Touch 
Components: V, S 
Duration: Instantaneous 


One of the incantations of Dragon Communion. 
Incantation of those who have hunted dragons and 
feasted upon their hearts. This is a pure and 
overwhelming power. 

Your arm transforms into a dragon’s, dragging you 
into the air. You may move up to 10 feet without 
provoking attacks of opportunity, striking downward on 
a creature within range. Make a melee spell attack 
against the target. On a hit, the target takes 5d6 
bludgeoning damage. 

At Higher Levels. When you cast this spell using a 
spell slot of 2nd level or higher, the damage increases 
by 1d6 for each slot level above Ist. 


DRAGONFIRE 


2nd-_level incantation (dragon communion) 


Casting Time: 1 action 
Range: Self (30-foot cone) 
Components: V, S 
Duration: Instantaneous 


One of the incantations of Dragon Communion. 
Incantation of those who have hunted dragons and 
feasted upon their hearts. Theirs is a pure and 
overwhelming power. 

Your head transforms into a dragon’s maw, spewing 
flame in a 30-foot cone. Each creature in the area must 
make a Dexterity saving throw. A creature takes 4d8 
fire damage on a failed save, or half as much damage on 
a successful one. 

The fire ignites any flammable objects in the area that 
aren't being worn or carried. 

At Higher Levels. When you cast this spell using a 
spell slot of 3rd level or higher, the damage increases by 
1d8 for each slot level above 2nd. 


DRAGONICE 


2nd-level incantation (dragon communion) 


Casting Time: 1 action 
Range: Self (30-foot cone) 
Components: V,S 
Duration: Instantaneous 


One of the incantations of Dragon Communion. Those 
extraordinary individuals who perpetuate Dragon 
Communion are called the dragon-hearted. 

Your head transforms into a dragon’s maw, spewing 
flame in a 30-foot cone. Each creature in the area must 
make a Constitution saving throw. A creature takes 2d8 
cold damage on a failed save and be frostbitten. A 
creature takes half as much damage on a successful 
save and is not frostbitten. 

At the end of each of its turns, a frostbitten creature 
can make a Constitution saving throw. On a success, the 
creature is no longer frostbitten. 

At Higher Levels. When you cast this spell using a 
spell slot of 3rd level or higher, the damage increases by 
1d8 for each slot level above 2nd. 


DRAGONMAW 


2nd-level incantation (dragon communion) 


Casting Time: 1 action 
Range: 10 feet 
Components: V,S 
Duration: Instantaneous 


One of the incantations of Dragon Communion. 
Incantations of those who have hunted dragons and 
feasted upon their hearts. Theirs is a pure and 
overwhelming power. 

Your head transforms into a dragon’s, biting forward 
with razor sharp teeth. Make a melee spell attack at a 
creature within range. On a hit, the target takes 6d6 
piercing damage. This attack is made at advantage if the 
target is two or more size categories larger than you. 

At Higher Levels. When you cast this spell using a 
spell slot of 3rd level or higher, the damage increases by 
1d6 for each slot level above 2nd. 


EKZYKES’S DECAY 


6th-level incantation (dragon communion) 


Casting Time: 1 action 
Range: Self (30-foot cone) 
Components: V,S 
Duration: Instantaneous 


Superior incantation of Dragon Communion. Channels 
the power of Ekzykes, the Decaying. Ekzykes, Dragon 
Communion Revenéger, did not forget his hatred even as 
he succumbed to the scarlet rot. 

Your head transforms into the rotting maw of 
Ekzykes, breathing a cloud of rot in a 30-foot cone. Each 
creature in the area must make a Constitution saving 
throw. A creature takes 10d6 necrotic damage ona 
failed save and gains the Rotting condition. A target 


takes half as much damage on a successful one and is 
not Rotting. 

At the end of each of its turns, a rot-afflicted creature 
can make a Constitution saving throw. On a success, the 
creature is no longer Rotting. 

At Higher Levels. When you cast this spell using a 
spell slot of 7th level or higher, the damage increases by 
1d6 for each slot level above 6th. 


ELDEN STARS 


9th-level incantation (erdtree) 


Casting Time: 1 action 

Range: 60 feet 

Components: V, S 

Duration: Concentration, Up to 1 minute 


This legendary incantation is the most ancient of those 
that derive from the Erdtree. It is said that long ago, the 
Greater Will sent a golden star bearing a beast into the 
Lands Between, which would later become the Elden 
Ring. 

You call upon an echo of the Elden Ring’s arrival to 
the Lands Between, summoning a golden star in an 
unoccupied space within range.The star spews smaller 
offshoots in a 15-foot radius. When creatures of your 
choice start their turn in the area of the star, they must 
succeed on a Dexterity saving throw or take 8d6 radiant 
damage. 

As a bonus action on your turn, you can move the star 
up to 30 feet. If it collides with a creature, the star 
explodes in a 15-foot radius. Each creature of your 
choice in the area must succeed on a Charisma saving 
throw. A target takes 12d8 radiant damage on a failed 
save, or half as much damage on a successful one. 


ELECTRIFY ARMAMENT 


2nd-level incantation (dragon cult) 


Casting Time: 1 action 

Range: Touch 

Components: V, S 

Duration: Concentration, Up to 10 minutes 


One of the incantations of the capital’s ancient dragon 
cult. Long ago, Godwyn the Golden defeated the ancient 
dragon Fortissax, and befriended his fallen foe — an 
event that gave rise to the ancient dragon cult in the 
capital. 

You touch a weapon that deals only physical damage. 
Until the spell ends, that weapon becomes a magic 
weapon that deals an additional 1d8 lightning damage. 


ERDTREE HEAL 

9th-level incantation (erdtree) 
Casting Time: 1 action 
Range: Self (10-foot radius) 


Components: V, S 
Duration: Instantaneous 


One of the ancient Erdtree incantations. The Erdtree 
once flourished with abundance - yet it was only fora 
fleeting moment. Such is the course of all life. 

A flood of healing energy flows from you into injured 
creatures around you. You restore up to 700 hit points, 
divided as you choose among any number of creatures 
that you can see within range. Creatures healed by this 
spell are also cured of all diseases and any effect 
making them blinded or deafened. This spell has no 
effect on undead or constructs. 


ETERNAL DARKNESS 
7th-level sorcery (night) 


Casting Time: 1 action 

Range: 15 feet (5-foot radius sphere) 
Components: V,S 

Duration: Concentration, up to 1 minute 


Forbidden sorcery of Sellia, Town of Sorcery. Originally 
a lost sorcery of the Eternal City; the despair that 
brought about its ruin made manifest. 

Dark magic collects in a 5-foot wide sphere that 
hovers ten feet above the point you cast this spell. Any 
spell attack made against a creature within 15 feet of 
the sphere target the sphere instead. Creatures in the 
same area have advantage on Strength and Dexterity 
saving throws against spell effects in the area. 


EXPLOSIVE GHOSTFLAME 
6th-level sorcery (death) 


Casting Time: 1 action 

Range: Self (15-foot radius sphere) 
Components: V, S 

Duration: Instantaneous 


Sorcery of the servants of Death. In the time when there 
was no Erdtree, death was burned in ghostflame. 
Deathbirds were the keepers of that fire. 

You conjure the cursemark of death above your head, 
drawing it down with your staff and slamming it into the 
ground. Ghostflame explodes in a 15-foot radius sphere 
around you. Each creature other than yourself caught in 
the explosion must make a Constitution saving throw 
taking 8d6 necrotic damage on a failed save, or half as 
much damage on a successful one. Five 5 foot wide long 
20 foot long lines then burst from the edge of the 
explosion and trace along the ground. The lines cannot 
overlap with each other. Each creature standing in the 
line not caught in the original explosion must succeed 
on a Constitution save. A target takes 4d6 necrotic 
damage on a failed save, or half as much damage on a 
successful one. 

At Higher Levels. When you cast this spell using a 
spell slot of 7th level or higher, both types of damage 
ncrease by 1d8 for each slot level above 6th. 


FAITH’S RESISTANCE 


Cantrip incantation (golden order) 


Casting Time: Reaction, which you take in response to 
you or an ally within 10 feet of you failing a Saving 
Throw 

Range: 10 feet 

Components: V, S 

Duration: Instantaneous 


One of the incantations of the Golden Order 
fundamentalists. The Golden Order strength is in its 
flexibility to accept faiths from across the Land’s 
Between. No matter where one draws power, they may 
still draw on the Order for protection. 

You channel magical protection to the creature who 
failed the saving throw. That creature can roll a d4 and 
add the number rolled to the save, potentially turning it 
into a success. 


FEEDBLEMIND 


8th-level incantation (frenzied flame) 


Casting Time: 1 action 
Range: 150 feet 
Components: V, S 
Duration: Instantaneous 


Incantations originating from the maddening Three 
Fingers. In times past, every single person who 
attempted to control the flame of frenzy succumbed to 
madness after a desperate internal struggle. This 
incantation is testament to a devastating defeat. 

You blast the mind of a creature that you can see 
within range, attempting to shatter its intellect and 
personality. The target takes 4d6 psychic damage and 
must make an Intelligence saving throw. 

On a failed save, the creature’s Intelligence and 
Charisma scores become 1. The creature can’t cast 
spells, activate magic items, understand language, or 
communicate in any intelligible way. The creature can, 
however, identify its friends, follow them, and even 
protect them. 

At the end of every 30 days, the creature can repeat 
its saving throw against this spell. If it succeeds on its 
saving throw, the spell ends. 

The spell can also be ended by greater restoration, 
heal, or wish. 


F1A’s MIST 
4th-level sorcery (death) 


Casting Time: 1 action 

Range: 15 feet (10-foot radius sphere) 
Components: V, S 

Duration: Instantaneous 


Sorcery of Fia, the Deathbed Companion. This sorcery 
was developed to oppose the Roundtable Hold, and is 
effective only against the Tarnished. 


You create a 10-foot-radius sphere of deathfog centered 
on a point within range. The sphere spreads around 
comers, and its area is lightly obscured. When a human 
enters the spell’s area for the first time on a turn or 
starts its turn there, that creature must make a 
Constitution saving throw. The creature takes 4d8 
necrotic damage on a failed save, or half as much 
damage on a successful one. 

At Higher Levels. When you cast this spell using a 
spell slot of 5th level or higher, the damage increases by 
1d8 for each slot level above 4th. 


FIND TRAPS 
2nd-level incantation (two fingers) 


Casting Time: 1 action 
Range: 120 feet 
Components: V, S 
Duration: Instantaneous 


Incantation of the Two Fingers’ faithful. Follow the path 
that has been set for you, and you will make enemies of 
all others: the monks, the sorcerers, the ancient dragon 
knights, and the scions of gold. Heed me — the Lands 
Between offers no welcome to the Tarnished. 

You sense the presence of any trap within range that 
is within line of sight. A trap, for the purpose of this 
spell, includes anything that would inflict a sudden or 
unexpected effect you consider harmful or undesirable, 
which was specifically intended as such by its creator. 
Thus, the spell would sense an area affected by the 
alarm spell, a glyph of warding, or a mechanical pit trap, 
but it would not reveal a natural weakness in the floor, 
an unstable ceiling, or a hidden sinkhole. 

This spell merely reveals that a trap is present. You 
don’t learn the location of each trap, but you do learn 
the general nature of the danger posed by a trap you 
sense. 


FINGER OF DEATH 
7th-level sorcery (death) 


Casting Time: 1 action 
Range: 60 feet 
Components: V,S 
Duration: Instantaneous 


Sorcery of the servants of Death. They are cinders of 
the ancient death hex, raked from the fires of 
Shostflame by Deathbirds. 

You send negative energy coursing through a creature 
that you can see within range, causing it searing pain. 
The target must make a Constitution saving throw. It 
takes 7d8 + 30 necrotic damage on a failed save, or half 
as much damage on a successful one. 

A humanoid killed by this spell rises at the start of 
your next turn as a zombie that is permanently under 
your command, following your verbal orders to the best 
of its ability. 


FINGERS’ GUIDANCE 


Cantrip incantation (two fingers) 


Casting Time: Reaction, which you take in response to 
you or an ally within 10 feet of you failing an Ability 
Check 

Range: 10 feet 

Components: V, S 

Duration: Instantaneous 


Incantation of the Two Fingers’ faithful. Entreat the 
Two Fingers for insight, sharing the cipher you hear in 
return. Only a finger reader can fully interpret the Two 
Finger’s words, but even ciphered speech can guide a 
faithful tarnished. 

You channel magical insight to the creature who 
failed the ability check. That creature can roll a d4 and 
add the number rolled ot the check, potentially turning 
it into a success. 


FIRE STORM 


7th-level incantation (ruinous flame) 


Casting Time: 1 action 
Range: 150 feet 
Components: V, S 
Duration: Instantaneous 


Incantation originating from a deeply ominous 
prophecy. The prophet despaired, looking up at the 
Erdtree, for soon the kindling would burst into flame, 
bringing ruin. “The burning of the Erdtree is the first 
cardinal sin. That is not the domain of mere men. “ 

A storm made up of sheets of roaring flame appears 
in a location you choose within range. The area of the 
storm consists of up to ten 10-foot cubes, which you can 
arrange as you wish. Each cube must have at least one 
face adjacent to the face of another cube. Each creature 
in the area must make a Dexterity saving throw. It takes 
7d10 fire damage on a failed save, or half as much 
damage on a successful one. 

The fire damages objects in the area and ignites 
flammable objects that aren’t being worn or carried. If 
you choose, plant life in the area is unaffected by this 
spell. 


FIRE’S DEADLY SIN 


7th-level incantation (ruinous flame) 


Casting Time: 1 action 

Range: Self (15-foot radius) 
Components: V, S 

Duration: Concentration, Up to 1 minute 


Incantation originating from a deeply ominous 
prophecy. The prophet despaired, looking up at the 
Erdtree, for soon the kindling would burst into flame, 
bringing ruin. “The burning of the Erdtree is the first 
cardinal sin. That is not the domain of mere men. “ 


You slam your hands into the ground, forming an 
eruption of fire in a 20-foot radius around you. Each 
other creature in the area must make a Dexterity saving 
throw. A target takes 12d12 fire damage on a failed 
save, or half as much damage on a successful one. You 
are set ablaze immediately after. For the duration, you 
and each creature within five feet of you take 4d6 fire 
damage at the start of each of your turns. 

At Higher Levels. When you cast this spell using a 
spell slot of 8th level or higher, the initial damage 
increases by 1d12 for each slot level above 7th. 


FLAME FORTIFICATION 
2nd-level incantation (two fingers) 


Casting Time: 1 action 

Range: Touch 

Components: V, S 

Duration: Concentration, Up to 10 minutes 


Incantation of the Two Fingers’ faithful. Follow the path 
that has been set for you, and you will make enemies of 
all others: the monks, the sorcerers, the ancient dragon 
knights, and the scions of gold. Heed me — the Lands 
Between offers no welcome to the Tarnished. 

For the duration, the willing creature you touch has 
resistance to fire damage. 


FLAME OF THE FELL Gop 


6th-level incantation (ruinous flame) 


Casting Time: 1 action 
Range: 30 feet 
Components: V,S 
Duration: Instantaneous 


This legendary incantation is one of several that draws 
directly from the power of the Fire Giants. Arghanthy, 
the chief guardian of the Flame, had kept this 
incantation a well-kept secret until it was stolen by 
Adan. The fell god still lurks within the Fire Giants. 

A 5-foot-diameter sphere of fire appears in an 
unoccupied space of your choice within range and lasts 
for the duration. Any creature that ends its turn within 5 
feet of the sphere must make a Dexterity saving throw. 
The creature takes 2d6 fire damage on a failed save, or 
half as much damage on a successful one. 

As a bonus action, you can move the sphere up to 30 
feet. If you ram the sphere into a creature, that creature 
must make the saving throw against the sphere’s 
damage, and the sphere stops moving this turn. 

When the spell ends, the sphere explodes. Each 
creature in a 20-foot radius sphere centered on the 
sphere must make a Dexterity saving throw. A target 
takes 8d6 fire damage on a failed save, or half as much 
damage on a successful one. 

When you move the sphere, you can direct it over 
barriers up to 5 feet tall and jump it across pits up to 10 
feet wide. The sphere ignites flammable objects not 
being worn or carried, and it sheds bright light in a 20- 
foot radius and dim light for an additional 20 feet. 


At Higher Levels. When you cast this spell using a 
spell slot of 7th level or higher, both types of damage 
increase by 1d8 for each slot level above 6th. 


FLAME SLING 


Cantrip incantation (ruinous flame) 


Casting Time: 1 action 
Range: 60 feet 
Components: V, S 
Duration: Instantaneous 


An incantation from the Fire Monks, guardians of the 
giants’ flame of ruin. Fire beguiles those who Iook upon 
it. Those who would guard the flame would also come 
to worship it. 

A flickering flame appears in your hand. The flame 
remains there for the duration and harms neither you 
nor your equipment. The flame sheds bright light in a 
10-foot radius and dim light for an additional 10 feet. 
The spell ends if you dismiss it as an action or if you 
cast it again. 

You can also attack with the flame, although doing so 
ends the spell. When you cast this spell, or as an action 
on a later turn, you can hurl the flame at a creature 
within 30 feet of you. Make a ranged spell attack. On a 
hit, the target takes 1d8 fire damage. 


FLAME, CLEANSE ME 


1st-level incantation (ruinous flame) 


Casting Time: 1 action 
Range: Self 
Components: V, S 
Duration: Instantaneous 


One of the incantations of the Fire Monks. This 
incantation leaves the caster with subtle burns - a 
reminder that they must fear the flame. 

Flame gathers in your hand, which you then plunge 
into your torso to burn away sickness. You take 1d6 fire 
damage. This damage cannot be reduced in any way. 
Any poisons you are suffering from are neutralized, and 
you no longer have the Rotting condition if you were 
afflicted with it. 


FLAME, FALL UPON THEM 


7th-level incantation (ruinous flame) 


Casting Time: 1 action 
Range: Self (20-foot cone) 
Components: V, S 
Duration: Instantaneous 


One of the incantations that draws directly from the 
power of the Fire Giants. There is no record of this 
incantation in common prayerbooks. Only a select few 
prelates know of its existence. 


You hurl a dense cluster of fireballs into the air. They 
land in a 5-foot wide line that begins and ends at any 
two points within range. The points cannot be further 
than 30 feet apart from each other. Each creature in the 
line must make a Dexterity saving throw. A creature 
takes 10d10 fire damage on a failed save, or half as 
much damage on a successful one. 

At Higher Levels. When you cast this spell using a 
spell slot of 8th level or higher, the line grows 5 feet 
longer for each slot level above 7th. 


FLAME, GRANT ME STRENGTH 
3rd-level incantation (ruinous flame) 


Casting Time: 1 action 

Range: Self 

Components: V, S 

Duration: Concentration, Up to 10 minutes 


Superior incantation of the Fire Monks. This 
incantation does not burn the caster, and so it is 
considered forbidden by the guardians of the Flame. 
Conjure flame and plunge it into your body to bolster 
yourself. For the duration, when you roll bludgeoning, 
piercing, slashing, or fire damage you may roll an 
additional damage die and add it to the total. 


FLAME, PROTECT ME 


5th-level incantation (ruinous flame) 


Casting Time: 1 action 

Range: Self 

Components: V,S 

Duration: Concentration, Up to 10 minutes 


The most ancient of the Fire Monks’ incantations. It is 
said that this incantation was used during the War 
against the Giants long ago, during which it protected 
the champions of the Erdtree. 

For the duration, the willing creature you touch has 
immunity to fire damage. 


FORTISSAX’S LIGHTNING SPEAR 
8th-level incantation (dragon cult) 


Casting Time: 1 action 
Range: Self (20-foot radius) 
Components: V,S 
Duration: 1 round 


Incantation that channels the power of the ancient 
dragon Fortissax. During the War of the Anicent 
Dragons, these twin red lightning stakes were the 
hallmark of the once ancient dragon who was called the 
mightiest boulderstone. 

Two forked spears of red lightning springs from your 
seal. You leap into the air and slam the bolt down. Each 
creature in a 20-foot-radius sphere centered on you 
must make a Dexterity saving throw. a target takes 8d8 
lightning damage on a failed save, or half as much 
damage on a successful one. Four 5-foot wide long 15- 
foot long lines then burst from the edge of the explosion 


and trace along the ground. The lines cannot overlap 
with each other. Each creature standing in the line not 
caught in the original explosion must succeed on a 
Dexterity save. A target takes 3d6 lightning damage on 
a failed save, or half as much damage on a successful 
one. 

On your next turn, you may repeat this process once 
without expending another spell slot. 

At Higher Levels. When you cast this spell using a 
spell slot of 9th level or higher, The initial damage 
increases by 1d8 for each slot level above 8th. 


FOUNDING RAIN OF STARS 
8th-level sorcery (cosmic) 


Casting Time: 1 action 

Range: 120 feet 

Components: V, S 

Duration: Concentration, up to 1 minute 


The eldest primeval sorcery, said to have been 
discovered by anancient astrologer. Thought to be the 
founding glintstone sorcery. The glimpse of the primeval 
current that the astrologer saw became real, and 
thestars’ amber rained down on this land. 

Gazing into your staff, your glimpse the primeval 
current and create a cloud of glintstone in the form of a 
cylinder 15 feet tall with a 30-foot radius. When you cast 
the spell and at the beginning of each of your turns 
while the spell is active a rain of glinstone bombards the 
ground underneath the cloud. Each creature in the area 
must succeed on a Dexterity saving throw. A target 
takes 10d6 force damage on a failed save, or half as 
much on a successful one. 

On each of your turns after you cast this spell, you 
may use an action to move the cloud up to 30 feet toa 
point within range. 

At Higher Levels. When you cast this spell using a 
spell slot of 9th level or higher, the damage increases by 
1d6 for each slot level above 8th. 


FREEZE 


3rd-level sorcery (snow witch) 


Casting Time: 1 action 
Range: Self 
Components: V, S 
Duration: 120 ft. 


Sorcery said to have been used by the old snow witch. 
The snowy crone taught the young Ranni to fear the 
dark moon as she imparted her cold sorcery. 

You alter time around up to six creatures of your 
choice in a 40-foot cube within range. Each target must 
succeed on a Constitution saving throw or be affected by 
this spell for the duration. An affected target is 
frostbitten for the duration. 


If the creature attempts to cast a spell with a casting 
time of 1 action, roll a d20. On an 11 or higher, the spell 
doesn’t take effect until the creature’s next turn, and the 
creature must use its action on that turn to complete the 
spell. If it can’t, the spell is wasted. 

A creature affected by this spell makes another 
Constitution saving throw at the end of each of its turns. 
On a successful save, the effect ends for it. 


FREEZING MIST 


3rd-level sorcery (snow witch) 


Casting Time: 1 action 

Range: 15 feet (5-foot radius sphere) 
Components: V, S 

Duration: Concentration, up to 1 minute 


Sorcery said to have been used by the old snow witch. 
The snowy crone taught the young Ranni to fear the 
dark moon as she imparted her cold sorcery. 

You create a 10-foot-radius sphere of freezing mist 
centered on a point within range. The sphere spreads 
around corners, and its area is lightly obscured. When a 
creature enters the spell’s area for the first time on a 
turn or starts its turn there, that creature must make a 
Constitution saving throw. The creature takes 4d8 cold 
damage on a failed save, or half as much damage on a 
successful one. 

At Higher Levels. When you cast this spell using a 
spell slot of 4th level or higher, the damage increases by 
1d8 for each slot level above 3rd. 


FREEZING SPHERE 
6th-level sorcery (snow witch) 


Casting Time: 1 action 
Range: 300 feet 
Components: V, S 
Duration: Instantaneous 


Sorcery said to have been used by the old snow witch. 
The snowy crone taught the young Ranni to fear the 
dark moon as she imparted her cold sorcery. 

A frigid globe of cold energy streaks from your 
fingertips to a point of your choice within range, where 
it explodes in a 60-foot-radius sphere. Each creature 
within the area must make a Constitution saving throw. 
On a failed save, a creature takes 10d6 cold damage. On 
a successful save, it takes half as much damage. 

If the globe strikes a body of water or a liquid that is 
principally water (not including water-based creatures), 
it freezes the liquid to a depth of 6 inches over an area 
30 feet square. This ice lasts for 1 minute. Creatures 
that were swimming on the surface of frozen water are 
trapped in the ice. A trapped creature can use an action 
to make a Strength check against your spell save DC to 
break free. 

You can refrain from firing the globe after completing 
the spell, if you wish. A small globe about the size of a 
sling stone, cool to the touch, appears in your hand. At 
any time, you or a creature you give the globe to can 


throw the globe (to a range of 40 feet) or hurl it with a 
sling (to the sling’s normal range). It shatters on impact, 
with the same effect as the normal casting of the spell. 
You can also set the globe down without shattering it. 
After 1 minute, if the globe hasn’t already shattered, it 
explodes. 

At Higher Levels. When you cast this spell using a 
spell slot of 7th level or higher, the damage increases by 
1d6 for each slot level above 6th. 


FRENZIED BURST 
2nd-level incantation (frenzied flame) 


Casting Time: 1 action 
Range: 20 feet 
Components: V, S 
Duration: Instantaneous 


Incantations originating from the maddening Three 
Fingers. In times past, every single person who 
attempted to control the flame of frenzy succumbed to 
madness after a desperate internal struggle. This 
incantation is testament to a meager victory. 

The far light glimmers in your eye, collecting in a dart 
of orange light that strikes out towards a creature in 
range. Make a ranged spell attack at the target. On a hit, 
the target takes 3d6 psychic damage and must succeed 
on a Wisdom saving throw or be stunned until the end 
of its next turn. 

Afterwards, you must succeed on a DC 10 Wisdom 
saving throw or be stunned until the end of your next 
turn. 

At Higher Levels. When you cast this spell using a 
spell slot of 3rd level or higher, the damage increases by 
1d6 for each slot level above 2nd. 


FROZEN ARMAMENT 


2nd-level sorcery (snow witch) 


Casting Time: 1 action 

Range: Touch 

Components: V, S 

Duration: Concentration, up to 10 minute 


Sorcery said to have been used by the old snow witch. 
The snowy crone taught the young Ranni to fear the 
dark moon as she imparted her cold sorcery. 

You touch a weapon that deals only physical damage. 
Until the spell ends, that weapon becomes a magic 
weapon that deals an additional 1d8 cold damage. 


FROZEN LIGHTNING SPEAR 
4th-level incantation (dragon cult) 
Casting Time: 1 action 

Range: Self (30-foot cone) 


Components: V, S 
Duration: Instantaneous 


Incantation that channels the power of the Dragonkin 
Soldiers. The Dragonkin were born in the Eternal City, 
where they knewno true sky, nor true lightning. Instead, 
ice lightning was theirweapon. 

You conjure a spear of frozen lightning, slamming it 
into the ground and seeding lightning in a 30-foot cone 
along it. Each creature in the area must succeed on a 
Dexterity saving throw or take 5d6 lightning damage 
and 5d6 cold damage. On a successful save the target 
takes half damage. 

At Higher Levels. When you cast this spell using a 
spell slot of 5th level or higher, both the cold and 
lightning damage increases by 1d6 for each slot level 
above 4th. 


FROZEN SHIELD 
5th-level sorcery (snow witch) 


Casting Time: 1 action 
Range: Self 
Components: V,S 
Duration: 10 minutes 


Sorcery said to have been used by the old snow witch. 
The snowy crone taught the young Ranni to fear the 
dark moon as she imparted her cold sorcery. 

Thick plates of ice surround your body for the 
duration. You can end the spell early by using an action 
to dismiss it. 

The shield grants you resistance to fire damage. In 
addition, whenever a creature within 5 feet of you hits 
you with a melee attack, the coating of ice shoots icicles 
out of it. The attacker takes 2d8 cold damage. 


GAVEL OF HAIMA 
2nd-level sorcery (glintstone) 


Casting Time: 1 action 
Range: 10 feet 
Components: V,S 
Duration: Instantaneous 


One of the glintstone sorceries of the Academy of Raya 
Lucaria. Drawn from the scholarly conspectus of 
Haima, the adjudicator of the academy, this sorcery 
employs might as a means to quell conflict. 

You conjure a magical greathammer from your staff, 
slamming it down on a creature within range. Make a 
melee spell attack against the target. On a hit, the target 
takes 2d10 force damage. The hammer then detonates 
in a 5-foot radius sphere centered on the target. Each 
creature in the area except for you must make a 
Constitution saving throw. A creature takes 2d8 force 
damage on a failed save, or half as much damage on a 
successful one 

At Higher Levels. When you cast this spell using a 
spell slot of 3rd level or higher, the damage taken by the 
target increases by 1d10 for each slot level above 2nd. 


GELMIR’S FURY 
7th-level sorcery (magma) 


Casting Time: 1 action 
Range: 60 feet 
Components: V, S 
Duration: Instantaneous 


One of the sorceries developed from the magma of Mt. 
Gelmir. This sorcery is held to represent the fury of the 
volcano, but thearrogance of attempting to harness it is 
solely that of men andserpents. 

A volcanic eruption bursts forth in a 30-foot radius 
around you as you slam your staff into the ground.Each 
creature in the area other than you must make a 
Dexterity saving throw. A target takes 12d6 fire damage 
on a failed save, or half as much damage on a successful 
one. 

The magma in the area lingers until the end of your 
next turn. The area is difficult terrain until the magma 
dissipates. Any creature that enters the area for the first 
time on a turn or ends its turn there takes 6d6 fire 
damage. 

At Higher Levels. When you cast this spell using a 
spell slot of 8th level or higher, both the damage types 
increase by 1d6 for each slot level above 7th. 


GIANTSFLAME TAKE THEE 


3rd-level incantation (ruinous flame) 


Casting Time: 1 action 
Range: 60 feet 
Components: V, S 
Duration: Instantaneous 


One of the incantations that draws directly from the 
power of the Fire Giants. There is no record of this 
incantation in common prayerbooks. Only a select few 
prelates know of its existence. 

A bright streak flashes from your pointing finger to a 
point you choose within range then blossoms with a low 
roar into an explosion of flame. Each creature in a 20- 
foot radius sphere centered on that point must make a 
Dexterity saving throw. A target takes 8d6 fire damage 
on a failed save, or half as much damage on a successful 
one. 

The fire spreads around corners. It ignites flammable 
objects in the area that aren’t being worn or carried. 

At Higher Levels. When you cast this spell using a 
spell slot of 4th level or higher, the initial damage 
increases by 1d6 for each slot level above 3rd. 


GLIMPSE THE CURRENT 
5th-level sorcery (cosmic) 
Casting Time: | minute (ritual) 
Range: Touch 


Components: V, S 
Duration: 1 minute 


Sorcery devised by Lusat, primeval sorcerers. When 
Lusat glimpsed into the primeval current, he beheld the 
final moments of a great star cluster, and upon seeing it, 
he too was broken. 

You reach out to the cosmos, attempting to commune 
with the primeval current. Glimpsing the current can 
strain or even break your mind. When you cast this 
spell, make a DC 15 Intelligence saving throw. On a 
failure, you take 6d6 psychic damage and are insane 
until you finish a long rest. While insane, you can’t take 
actions, can’t understand what other creatures say, can’t 
read, and speak only in gibberish. A greater restoration 
spell cast on you ends this effect. 

On a successful save, you can ask the entity up to five 
questions. You must ask your questions before the spell 
ends. The GM answers each question with one word, 
such as “yes,” “no,” “maybe,” “never,” “irrelevant,” or 
“unclear” (if the entity doesn’t know the answer to the 
question). If a one-word answer would be misleading, 
the GM might instead offer a short phrase as an answer. 


GLINTBLADE PHALANX 


2nd-level sorcery (carian) 


Casting Time: 1 action 

Range: Self 

Components: V, S 

Duration: Concentration, up to 1 minute 


One of the sorceries of the Carian royal family. 
Bestowed upon the enchanted Carian knights, who 
combined thisart with their swordsmanship to maintain 
pressure upon their foes, striking in waves of steel and 
sorcery. 

Three glintblades hover in an arc around you. Asa 
bonus action on your turns, you may send a glintblade 
towards a target in range, making a ranged spell attack 
it. On a hit, the target takes 2d6 force damage. The spell 
ends when no glintblades remain. 

At Higher Levels. When you cast this spell using a 
spell slot of 3rd level or higher, an additional glintblade 
is created for each slot level above 2nd. 


GLINTSTONE ARC 
2nd-level sorcery (glintstone) 


Casting Time: 1 action 
Range: Self (30-foot cone) 
Components: V, S 
Duration: Instantaneous 


One of the glintstone sorceries of the Academy of Raya 
Lucaria. Granted to sorcererers who depart from the 
academy to embark onjourneys, in order to fend off 
large groups of would-be adversaries. Fools often roam 
in packs. 

Wave your staff in front of you and create an arc of 
glintstone magic. Each creature in a 30-foot cone must 
make a Dexterity saving throw. A target takes 4d6 force 
damage on a failed save, or half as much damage on a 
successful one. 


At Higher Levels. When you cast this spell using a 
spell slot of 3rd level or higher, the damage taken 
increases by 1d6 for each slot level above 2nd. 


GLINTSTONE BREATH 


2nd-level incantation (dragon communion) 


Casting Time: 1 action 
Range: Self (30-foot cone) 
Components: V, S 
Duration: Instantaneous 


One of the incantations of Dragon Communion. Those 
extraordinary individuals who perpetuate Dragon 
Communion are called the dragon-hearted. 

Your head becomes a glintstone dragon’s which fills 
the area in front of you with glintstone breath. Each 
creature in a 30-foot cone centered must make a 
Dexterity saving throw. A target takes 4d6 force damage 
on a failed save, or half as much damage on a successful 
one. 

At Higher Levels. When you cast this spell using a 
spell slot of 3rd level or higher, the damage increases by 
1d6 for each slot level above 2nd. 


GLINTSTONE COMETSHARD 
2nd-level sorcery (glintstone) 


Casting Time: 1 action 
Range: 60 feet 
Components: V, S 
Duration: Instantaneous 


One of the glintstone sorceries of the Academy of Raya 
Lucaria. A sorcery of the Karolos Conspectus, the most 
venerable of the academy. 

A large shard of glintstone magic launches from your 
staff, flying in a straight line up to 90 feet in a direction 
you choose, stopping early if it impacts against a solid 
surface. If the shard would strike a creature, that 
creature must make a Dexterity saving throw. On a 
failed save, the shard strikes the target and stops 
moving. When the object strikes something, the object 
and what it strikes each take 5d8 force damage. 

At Higher Levels. When you cast this spell using a 
spell slot of 3rd level or higher, the damage increases by 
1d8 for each slot level above 2nd. 


GLINTSTONE ICECRAG 


Cantrip sorcery (snow witch) 


Casting Time: 1 action 
Range: 60 feet 
Components: V, S 
Duration: Instantaneous 


Sorcery said to have been used by the old snow witch. 
The snowy crone taught the young Ranni to fear the 
dark moon as she imparted her cold sorcery. 


A frigid chunk of glintstone streaks toward a creature 
within range. Make a ranged spell attack against the 
target. On a hit, it takes 1d8 cold damage, and its speed 
is reduced by 10 feet until the start of your next turn. 


GLINTSTONE PEBBLE 


Cantrip sorcery (glintstone) 


Casting Time: 1 action 
Range: 30 feet 
Components: V, S 
Duration: Instantaneous 


The most basic glintstone sorcery of the Academy of 
Raya Lucaria. This is a universal first step on the 
journey to true knowledge of sorcery. 

A tiny mote of glintstone magic launches from your 
staff towards a creature or object within range. Make a 
ranged spell attack against the target. On a hit, the 
target takes 1d10 force damage. 


GLINTSTONE STARS 
1st-level sorcery (glintstone) 


Casting Time: 1 action 
Range: 60 feet 
Components: V,S 
Duration: Instantaneous 


One of the glintstone sorceries of the Academy of Raya 
Lucaria. A sorcery of the Olivinus Conspectus, which 
attracts sorcerers from Sellia, Town of Sorcery. 

Imbue glintstone with your will, letting them free so 
they may pursue a creature you can see within range. 
The target must make a Dexterity saving throw. On a 
failed save, the target takes 3d6 force damage. Ona 
successful save, the target takes half as much damage 
and suffers none of the spell’s other effects 

At Higher Levels. When you cast this spell using a 
spell slot of 2nd level or higher, the damage increases 
by 1d6 for each slot level above 1st. 


GOLDEN LIGHTNING FORTIFICATION 


4th-level incantation (erdtree) 


Casting Time: 1 action 

Range: Touch 

Components: V,S 

Duration: Concentration, Up to 10 minutes 


An incantation of Erdtree Worship. This incantation 
was used by the knights of the Erdtree during the 
assault by the great ancient dragon Gransax, and the 
bitter War of the Ancient Dragons that followed. 

You and each creature of your choice within range 
when this spell is cast gain resistance to lightning 
damage for the duration. 


GOLDEN Vow 


4th-level incantation (erdtree) 


Casting Time: 1 action 

Range: Self (15-foot radius) 

Components: V, S 

Duration: Concentration, Up to 1 minutes 


An incantation of Erdtree Worship. This incantation has 
been taught to knights of the royal capital for 
Senerations, and knights sent on distant expeditions 
lean on it as a source of courage. 

For the duration, the weapon attacks of you and 
creatures of your choice in range deal additional 
damage equal to your spellcasting ability modifer. 
Bludgeoning, piercing, and slashing damage that those 
creatures take is reduced by the same amount 
(minimum 1 damage). 


GRAVITY WELL 
1st-level sorcery (ravity) 


Casting Time: 1 action 
Range: 30 feet 
Components: V, S 
Duration: Instantaneous 


One of the glintstone sorceries that manipulates 
Sravitational forces. A gravitational technique studied by 
the young Radahn. His master was an Alabaster Lord 
with skin of stone. 

Conjure a chunk of glintstone imbued with 
gravitational magic at a creature within range. Make a 
ranged spell attack against the target. If the attack hits, 
the creature takes 2d6 bludgeoning damage and the 
target must succeed on a Strength saving throw or be 
pulled up to 10 feet closer to you. A Huge or larger 
creature automatically succeeds on the save. 

At Higher Levels. When you cast this spell using a 
spell slot of 2nd level or higher, This spell’s damage 
increases by 1d6 for each slot level above 1st. 


GREAT GLINTSTONE SHARD 


1st-level sorcery (glintstone) 


Casting Time: 1 action 
Range: 60 feet 
Components: V, S 
Duration: Instantaneous 


One of the glintstone sorceries of the Academy of Raya 
Lucaria. Those unworthy of the stone crown typically 
end their brief journey into sorcery here. 

A large shard of glintstone magic launches from your 
staff towards a creature or object within range. Make a 
ranged spell attack against the target. On a hit, the 
target takes 3d10 force damage. You may cast this spell 
only if you haven’t moved during this turn, and after you 
cast it, your speed is O until the end of the current turn. 

At Higher Levels. When you cast this spell using a 
spell slot of 2nd level or higher, the damage increases 
by 1d10 for each slot level above 1st. 


GREAT HEAL 


2nd-level incantation (erdtree) 


Casting Time: 10 minutes 
Range: 30 feet 
Components: V, S 
Duration: Instantaneous 


Superior incantation of the Two Fingers’ faithful. The 
Two Fingers has high hopes for the Tarnished; that 
even if they should be wounded, even should they fall, 
they will continue to fight for their duty. 

Up to six creatures of your choice that you can see 
within range each regain hit points equal to 2d8 + your 
spellcasting ability modifier. This spell has no effect on 
undead or constructs. 

At Higher Levels. When you cast this spell using a 
spell slot of 3rd level or higher, the healing increases by 
1d8 for each slot level above 2nd. 


GREAT ORACULAR BUBBLE 


3rd-level sorcery (cosmic) 


Casting Time: 1 action 

Range: 30 feet 

Components: V, S 

Duration: Concentration, up to 1 minute 


Sorcery of the claymen who served as priests in the 
ancient dynasty. The claymen search for lost oracles 
within their bubbles. 

Thinking on a prophecy heard long ago, you conjure a 
5-foot radius bubble of magic. The bubble drifts 15 feet 
towards a point you choose within range. The bubble 
moves an additional 15 feet in the same direction at the 
beginning of each of your turns. When the spell ends, or 
when the bubble collides with a creature or object, the 
bubble pops in a 10-foot radius burst. Each creature in 
the area must succeed on a Dexterity saving throw or 
take 6d6 force damage. 

At Higher Levels. When you cast this spell using a 
spell slot of 4th level or higher, the damage (both initial 
and later) increases by 1d6 for each slot level above 3rd. 


GREATBLADE PHALANX 


4th-level sorcery (carian) 


Casting Time: 1 action 

Range: Self 

Components: V, S 

Duration: Concentration, up to 1 minute 


One of the sorceries of the Carian royal family. Used by 
the enchanted troll knights. They were the comrades of 
the young Rennala, bound by oath. 

Three massive glintblades hover in an arc around 
you. As a bonus action on your turns, you may send a 
glintblade towards a target in range, making a ranged 
spell attack it. On a hit, the target takes 4d6 force 
damage. The spell ends when no glintblades remain. 


At Higher Levels. When you cast this spell using a spell 
slot of 5th level or higher, an additional glintblade is 
created for each slot level above 4th. 


GREATER INVISIBILITY 
4th-level sorcery (night) 


Casting Time: 1 action 

Range: Touch 

Components: V, S 

Duration: Concentration, up to 1 minute 


One of the night sorceries of Sellia, Town of Sorcery. 
The Sellian sorcerers were assassins, and it is said that 
they often hunted their fellows. 

You or a creature you touch becomes invisible until 
the spell ends. Anything the target is wearing or 
carrying is invisible as long as it is on the target’s 
person. 


GREATER RESTORATION 


5th-level incantation (erdtree) 


Casting Time: 1 action 
Range: Touch 
Components: V, S 
Duration: Instantaneous 


One of the ancient Erdtree incantations. The Erdtree 
once flourished with abundance- yet it was only for a 
fleeting moment. Such is the course of all life. 

You imbue a creature you touch with positive energy 
to undo a debilitating effect. You can reduce the target’s 
exhaustion level by one, or end one of the following 
effects on the target: 

One effect that charmed or petrified the target 

One curse, including the target’s attunement to a 
cursed magic item 

Any reduction to one of the target’s ability scores 

One effect reducing the target’s hit point maximum 


GREYOLL’S ROAR 


8th-level incantation (dragon communion) 


Casting Time: 1 action 
Range: Self (20-foot radius) 
Components: V, S 
Duration: Instantaneous 


Superior incantation of Dragon Communion. Channels 
the power of Greyoll, the Elder Dragon. Greyoll was the 
mother of all dragons, dwarfing all who stood before her 
like a looming mountain. 

Your head transforms into the mother of dragons 
Greyoll, bellowing a monstrous shout in a 30-foot radius 
around you. Creatures of your choice within the area 
must make a Wisdom saving throw. On a failure, the 
target takes 8d8 psychic damage and is frightened for 
the duration. Until the start of your next turn, the 
creature deals half damage with attacks and has 
vulnerability to all damage types. On a success the 
target takes half damage and is otherwise not affected. 


At Higher Levels. When you cast this spell using a spell 
slot of 9th level or higher, the damage increases by 1d8 
for each slot level above 8th. 


GURRANG’S BEAST CLAW 
5th-level incantation (bestial) 


Casting Time: 1 action 
Range: Self (30-foot cone) 
Components: V, S 
Duration: Instantaneous 


Superior incantation taught by Gurrangq, the Beast 
Clergyman. Long ago, Gurrang was a beast of such 
terrifying ferocity that his former name meant “Death of 
the Demigods. “ 

A beast’s claw sprouts from your hand as you plunge 
it into the ground. Massive claws burst forth and rush 
from that point in a 20-foot radius centered on you. 
Each creature must make a Dexterity saving throw. A 
target takes 10d8 slashing damage on a failed save, or 
half as much damage on a successful one. 

At Higher Levels. When you cast this spell using a 
spell slot of 6th level or higher, the damage increases by 
1d8 for each slot level above 5th. 


GURRANQ’S VITALITY 
7th-level incantation (bestial) 


Casting Time: 1 action 
Range: Touch 
Components: V,S 
Duration: 1 minute 


Superior incantation taught by Gurrangq, the Beast 
Clergyman. Long ago, Gurrang was a beast of such 
terrifying ferocity that his former name meant “Death of 
the Demigods. “ 

You touch a creature and stimulate its natural healing 
ability. The target regains 4d8 + 15 hit points. For the 
duration of the spell, the target regains 1 hit point at the 
start of each of its turns (10 hit points each minute). 

The target’s severed body members (fingers, legs, 
tails, and so on), if any, are restored after 2 minutes. If 
you have the severed part and hold it to the stump, the 
spell instantaneously causes the limb to knit to the 
stump. 


HAILSTORM 


4th-level sorcery (snow witch) 


Casting Time: 1 action 
Range: 300 feet 
Components: V,S 
Duration: Instantaneous 


Sorcery said to have been used by the old snow witch. 
The snowy crone taught the young Ranni to fear the 
dark moon as she imparted her cold sorcery. 

A hail of rock-hard ice pounds to the ground in a 20- 
foot-radius, 40-foot-high cylinder centered on a point 
within range. Each creature in the cylinder must make a 


Dexterity saving throw. A creature takes 2d8 
bludgeoning damage and 4d6 cold damage on a failed 
save, or half as much damage on a successful one. 

Hailstones turn the storm’s area of effect into difficult 
terrain until the end of your next turn. 

At Higher Levels. When you cast this spell using a 
spell slot of 5th level or higher, the bludgeoning damage 
increases by 1d8 for each slot level above 4th. 


HARM 
6th-level sorcery (death) 


Casting Time: 1 action 
Range: 60 feet 
Components: V, S 
Duration: Instantaneous 


Sorcery of the servants of Death. In the time when there 
was no Erdtree, death was burned in ghostflame. 
Deathbirds were the keepers of that fire. 

You unleash a virulent disease on a creature that you 
can see within range. The target must make a 
Constitution saving throw. On a failed save, it takes 
14d6 necrotic damage, or half as much damage ona 
successful save. The damage can’t reduce the target’s 
hit points below 1. If the target fails the saving throw, its 
hit point maximum is reduced for 1 hour by an amount 
equal to the necrotic damage it took. Any effect that 
removes a disease allows a creature’s hit point 
maximum to return to normal before that time passes. 

At Higher Levels. When you cast this spell using a 
spell slot of 7th level or higher, the damage increases by 
1d6 for each slot level above 6th. 


HASTE 


3rd-level incantation (bestial) 


Casting Time: 1 action 

Range: Touch 

Components: V, S 

Duration: Concentration, up to 1 minute 


Incantation taught by Gurrangq, the Beast Clergyman. 
Having gained intelligence, the beasts must have felt 
how their wildness slipped away as civilization took 
hold. 

Choose a willing creature that you can see within 
range. Until the spell ends, the target’s speed is 
doubled, it gains a +2 bonus to AC, it has advantage on 
Dexterity saving throws, and it gains an additional 
action on each of its turns. That action can be used only 
to take the Attack (one weapon attack only), Dash, 
Disengage, Hide, or Use an Object action. 

When the spell ends, the target can’t move or take 
actions until after its next turn, as a wave of lethargy 
Sweeps over it. 


HEALING WORD 


1st-level incantation (two fingers) 


Casting Time: 1 bonus action 
Range: 60 feet 

Components: V,S 

Duration: Instantaneous 


Incantation of the Two Fingers’ faithful. The Two 
Fingers has high hopes for the Tarnished; that even if 
they should be wounded, even should they fall, they will 
continue to fight for their duty. 

A creature of your choice that you can see within 
range regains hit points equal to 1d4 + your spellcasting 
ability modifier. This spell has no effect on undead or 
constructs. 

At Higher Levels. When you cast this spell using a 
spell slot of 2nd level or higher, the healing increases by 
1d4 for each slot level above 1st. 


HIDEOUS LAUGHTER 


1st-level incantation (frenzied flame) 


Casting Time: 1 action 
Range: 30 feet 
Components: V, S 
Duration: 1 minute 


Incantations originating from the maddening Three 
Fingers. True frenzy is a meal which satiates for 
eternity. This is but a taste. 

A creature of your choice that you can see within 
range perceives everything as hilariously funny and falls 
into fits of laughter if this spell affects it. The target 
must succeed on a Wisdom saving throw or fall prone, 
becoming incapacitated and unable to stand up for the 
duration. A creature with an Intelligence score of 4 or 
less isn’t affected. 

At the end of each of its turns, and each time it takes 
damage, the target can make another Wisdom saving 
throw. The target has advantage on the saving throw if 
it’s triggered by damage. On a success, the spell ends. 


HONED BOLT 


Cantrip incantation (dragon cult) 


Casting Time: 1 action 
Range: 60 feet 
Components: V,S 
Duration: Instantaneous 


One of the incantations of the capital’s ancient dragon 
cult. Long ago, Godwyn the Golden defeated the ancient 
dragon Fortissax, and befriended his fallen foe — an 
event that gave rise to the ancient dragon cult in the 
capital. 

A bolt of lightning descends on a creature that you 
can see within range. The target must succeed ona 
Dexterity saving throw or take 1d8 lightning damage. 
The target gains no benefit from cover for this saving 
throw. 


HOWL OF SHABRIRI 


3rd-level incantation (frenzied flame) 


Casting Time: 1 action 
Range: Self (15-foot radius) 
Components: V, S 
Duration: Instantaneous 


Incantation originating from the maddening Three 
Fingers. It is said that the sickness of the flame of frenzy 
began with Shabriri, the most reviled man in all history. 

The flame of frenzy can no longer be contained as you 
utter a shriek. Each creature within 20 feet of you must 
succeed on a Wisdom saving throw or take 4d6 psychic 
damage and be stunned until the end of their next turn. 

Afterwards you must succeed on a DC 10 Wisdom 
saving throw be be stunned until the end of your next 
turn. 

At Higher Levels. When you cast this spell using a 
spell slot of 4th level or higher, the damage increases by 
1d6 for each slot level above 3rd. 


IDENTIFY 


1st-level sorcery (cosmic) 


Casting Time: | minute (ritual) 
Range: Touch 

Components: V, S 

Duration: 1 minute 


WIth a touch, gain insight into an enchantment. Gaze up 
at the North Star, the only of its kind that never 
vanishes from the sky. 

You choose one object that you must touch 
throughout the casting of the spell. If it is a magic item 
or some other magic-imbued object, you learn its 
properties and how to use them, whether it requires 
attunement to use, and how many charges it has, if any. 
You learn whether any spells are affecting the item and 
what they are. If the item was created by a spell, you 
learn which spell created it. 

If you instead touch a creature throughout the 
casting, you learn what spells, if any, are currently 
affecting it. 


IMMUTABLE SHIELD 
5th-level incantation (golden order) 


Casting Time: 1 action 

Range: Touch 

Components: V, S 

Duration: Concentration, Up to 10 minutes 


One of the incantations of the Golden Order 
fundamentalists. Two concepts form the basis for 
Golden Order fundamentalism. One is the law of 
regression, to which this incantation relates. 

You bolster a non-magical shield you touch. For the 
duration, the shields wielder has resistance to fire, 
lightning, and cold damage. 


INESCAPABLE FRENZY 


4th-level incantation (frenzied flame) 


Casting Time: 1 action 

Range: Touch 

Components: V, S 

Duration: Concentration, Up to 1 minutes 


Incantation originating from the maddening Three 
Fingers. To gaze into one another’s eyes is truly the 
most intimate form of human contact. 

You latch onto a creature in range and press your 
eyes together, filling their mind with frenzy. Make a 
melee spell attack at the target. On a hit, the target 
takes 10d10 psychic damage and must succeed on a 
Wisdom saving throw or be stunned. At the end of each 
of its turns, the target can make another Wisdom saving 
throw. On a success, the spell ends on the target. 

After making the attack, you must also succeed on a 
DC 10 Wisdom saving throw or be stunned until the end 
of your turn. 

At Higher Levels. When you cast this spell using a 
spell slot of 5th level or higher, the damage increases by 
1d10 for each slot level above 4th. 


INFLICT WOUNDS 
1st-level sorcery (death) 


Casting Time: 1 action 
Range: Touch 
Components: V, S 
Duration: Instantaneous 


Sorcery of the servants of Death. The dead have long 
been left to wander; what they need is leadership. 
Make a melee spell attack against a creature you can 
reach. On a hit, the target takes 3d10 necrotic damage. 
At Higher Levels. When you cast this spell using a 
spell slot of 2nd level or higher, the damage increases 
by 1d10 for each slot level above 1st. 


INSECT PLAGUE 


5th-level incantation (servants of rot) 


Casting Time: 1 action 

Range: 300 feet 

Components: V,S 

Duration: Concentration, up to 10 minutes 


Incantation of the servants of rot. A technique of the 
pale pests who crawl through the lands afflicted by 
scarlet rot; the abandoned children of the goddess. “Do 
you have an interest in rot incantations?” 

Swarming, biting locusts fill a 20-foot-radius sphere 
centered on a point you choose within range. The 
sphere spreads around corners. The sphere remains for 
the duration, and its area is lightly obscured. The 
sphere’s area is difficult terrain. 

When the area appears, each creature in it must 
make a Constitution saving throw. A creature takes 
4d10 piercing damage on a failed save, or half as much 
damage on a successful one. A creature must also make 


this saving throw when it enters the spell’s area for the 
first time on a turn or ends its turn there. 

At Higher Levels. When you cast this spell using a 
spell slot of 6th level or higher, the damage increases by 
1d10 for each slot level above 5th. 


LANSSEAX’S GLAIVE 
5th-level incantation (dragon cult) 


Casting Time: 1 action 
Range: 15 feet 
Components: V, S 
Duration: Instantaneous 


Incantation that channels the power of the ancient 
dragon Lansseax. Lansseax was the sister of Fortissax. 
It is said that she took the form of a human to commune 
with the knights as a priestess of the ancient dragon 
cult. 

You conjure a massive glaive made of red lightning, 
sweeping it down in a 60-foot cone in front of you. Each 
creature in the area must succeed on a Dexterity saving 
throw or take 8d6 lightning damage. 

At Higher Levels. When you cast this spell using a 
spell slot of 6th level or higher, the damage increases by 
1d6 for each slot level above 5th. 


LAW OF CAUSALITY 


4th-level incantation (golden order) 


Casting Time: 1 action 

Range: Self 

Components: V, S 

Duration: Concentration, Up to 1 minute 


One of the incantations of the Golden Order 
fundamentalists. One of the key fundamentals. The 
fundamentalists describe the Golden Order through 
thepowers of regression and causality. Causality is the 
pull between meanings; that which links all things in a 
chain of relation. 

Throwing your arms to the side, a sacred law takes 
hold inside of you. For the duration, when you are hit by 
a weapon attack the law accumulates half of the 
damage of the attack. You still take the attacks full 
damage. 

When this spell ends, the law links the harm you’ve 
taken and it bursts out of you in a 10-foot radius sphere 
centered on yourself. Each other creature in the area 
must succeed on a Constitution saving throw or take 
damage equal to the total accumulated by the law. A 
target takes half damage on a successful save. 


LAw OF REGRESSION 
7th-level incantation (golden order) 


Casting Time: 1 action 
Range: Self 
Components: V, S 
Duration: Instantaneous 


Incantation of the Golden Order fundamentalists. One 
of the key fundamentals. The fundamentalists describe 
the Golden Order through the powers of regression and 
causality. Regression is the pull of meaning; that all 
things yearn eternally to converge. 

Throwing your arms to the side, you invoke a law 
sacred to the Golden Order. All conditions of your 
choice affecting you end, as well as any spells of your 
choice as well. Active spells within a 10-foot radius of 
you are dispelled. 

Invisible creatures within 30 feet of you are revealed 
and illusions within 30 feet of you are dispelled as well. 
Each creature of your choice in that area concentrating 
on a spell must succeed on a concentration check 
against your spell save DC or have their concentration 
broken. 


LIGHTNING FORTIFICATION 
2nd-level incantation (two fingers) 


Casting Time: 1 action 

Range: Touch 

Components: V, S 

Duration: Concentration, Up to 10 minutes 


Incantation of the Two Fingers’ faithful. Follow the path 
that has been set for you, and you will make enemies of 
all others: the monks, the sorcerers, the ancient dragon 
knights, and the scions of gold. Heed me — the Lands 
Between offers no welcome to the Tarnished. 

For the duration, the willing creature you touch has 
resistance to lightning damage. 


LIGHTNING SPEAR 
1st-level incantation (dragon cult) 


Casting Time: 1 action 
Range: 60 feet 
Components: V,S 
Duration: Instantaneous 


One of the incantations of the capital’s ancient dragon 
cult. Summons a lightning spear and hurls it before the 
caster. Charging causes a lightning bolt to strike the 
point of impact. Long ago, Godwyn the Golden defeated 
the ancient dragon Fortissax, and befriended his fallen 
foe — an event that gave rise to the ancient dragon cult 
in the capital. 

You hurl a bolt of lightning at a creature within range. 
On a hit, the creature takes 4d6 lightning damage. 

At Higher Levels. When you cast this spell using a 
spell slot of 2nd level or higher, the damage increases 
by 1d6 for each slot level above 1st. 


LIGHTNING STRIKE 
3rd-level incantation (dragon cult) 


Casting Time: 1 action 
Range: Self (15-foot radius) 
Components: V,S 
Duration: Instantaneous 


One of the incantations of the capital’s ancient dragon 
cult. Ancestors of the modern dragons, the ancient 
dragons had scales of Gravel Stone and wielded 
lightning as their weapon. It is said that they once 
attacked Leyndell, the Royal Capital. 

A stroke of lightning forming a line of 100 feet long 
and 5 feet wide blasts out from you in a direction you 
choose. Each creature in the line must make a Dexterity 
saving throw. A creature takes 8d6 lightning damage on 
a failed save, or half as much damage on a successful 
one. 

At Higher Levels. When you cast this spell using a 
spell slot of 4th level or higher, the damage increases by 
1d6 for each slot level above 3rd. 


LITANY OF PROPER DEATH 
2nd-level incantation (golden order) 


Casting Time: 1 action 
Range: Self (10-foot radius) 
Components: V, S 
Duration: Instantaneous 


One of the incantations of the Golden Order 
fundamentalists. The role of the hunters is to stamp out 
defiled reason — all for the perfection of the Golden 
Order. 

The seal of the golden order appears in front of you, 
bursting in a 30-foot cone in front of you. Each creature 
of your choice in the are amust succeed on a Charisma 
saving throw or take 4d6 radiant damage. Undead 
creatures have disadvantage on the save, and take 
double damage on a failure. A target takes half damage 
on a successful save. 

At Higher Levels. When you cast this spell using a 
spell slot of 3rd level or higher, the damage taken 
increases by 1d6 for each slot level above 2nd. 


LOCATE OBJECT 
2nd-level incantation (two fingers) 


Casting Time: 1 action 
Range: 120 feet 
Components: V, S 
Duration: Instantaneous 


Incantation of the Two Fingers’ faithful. The Two 
Fingers has high hopes for the Tarnished; that even if 
they should be wounded, even should they fall, they will 
continue to fight for their duty. 

Describe or name an object that is familiar to you. 
You sense the direction to the object’s location, as long 
as that object is within 1,000 feet of you. If the object is 
in motion, you know the direction of its movement. 

The spell can locate a specific object known to you, as 
long as you have seen it up close - within 30 feet - at 
least once. Alternatively, the spell can locate the nearest 
object of a particular kind, such as a certain kind of 
apparel, jewelry, furniture, tool, or weapon. 


This spell can’t locate an object if any thickness of lead, 
even a thin sheet, blocks a direct path between you and 
the object. 


LONGARMS 


1st-level incantation (godskin apostle) 


Casting Time: 1 bonus action 
Range: Self 

Components: V, S 

Duration: 1 minute 


A black flame incantation of the Godskin Apostles. The 
Apostles were all embraced by the Gloam-Eyed Queen, 
and the black flame was their armor within. 

Your limbs elongate, increasing your reach with 
melee weapons by 5 feet. 


Lorp’s AID 


3rd-level incantation (two fingers) 


Casting Time: 1 action 
Range: Self (20-foot radius) 
Components: V,S 
Duration: Instantaneous 


Incantation bestowed by the Two Fingers upon the 
Tarnished deemed worthy of becoming a lord. 

An aura of healing light briefly shines from you ina 
20-foot radius. If you or any creatures of your choice are 
poisoned, the poison is neutralized in them. If any of 
them would take damage from bleed before the 
beginning of your next turn, they take no damage 
instead. If any of them are unconcious, they awaken. 


Lorp’s DIVINE FORTIFICATION 
4th-level incantation (two fingers) 


Casting Time: 1 action 
Range: 30 feet 
Components: V,S 
Duration: 1 minute 


Incantation taught to Gideon the All-Knowing by the 
Two Fingers. Gideon gained true knowledge after his 
long exchange with the Two Fingers - discovering all 
had been broken long ago; that the trembling fingers, 
bent with age, and the Erdtree itself, were no exception. 

You and each creature of your choice within range 
has resistance to radiant damage for the duration. 


Lorp’s HEAL 
7th-level incantation (two fingers) 


Casting Time: 1 action 
Range: Touch 
Components: V, S 
Duration: Instantaneous 


Incantation bestowed by the Two Fingers upon the 
Tarnished deemed worthy of becoming a lord. 
Tarnished - O, Tarnished! Seek the Erdtree and stand 
before Marika, its Queen. Become the Elden Lord! 


Choose a creature that you can see within range. A 
surge of positive energy washes through the creature, 
causing it to regain 70 hit points. The spell also ends 
blindness, deafness, and any diseases affecting the 
target. This spell has no effect on constructs or undead. 


LORETTA’S GREATBOW 


4th-level sorcery (carian) 


Casting Time: 1 action 
Range: 120 feet 
Components: V, S 
Duration: Instantaneous 


Sorcery used by Royal Knight Loretta. It is said that the 
bow was Loretta’s favored weapon. 

Conjure a massive magical greatbow and fire an 
arcane projectile at a target within range. Make a 
ranged spell attack against the target. On a hit, the 
target takes 10d6 force damage. 

At Higher Levels. When you cast this spell using a 
spell slot of 5th level or higher, the damage increases by 
1d6 for each slot level above 4th. 


LORETTA’S MASTERY 


8th-level sorcery (carian) 


Casting Time: 1 action 
Range: 120 feet 
Components: V, S 
Duration: Instantaneous 


Sorcery used by Loretta, Knight of the Haligtree. 
Developed by Loretta after her long, bloody journey to 
seek out a place where the Albinaurics could live in 
peace. 

Conjure a massive magical greatbow and fire four 
arcane projectile at targets within range. Each arrow 
can target the same creature, different creatures, or 
combinations thereof. For each arrow, make a ranged 
spell attack against the target. On a hit, the target takes 
8d6 force damage. 

At Higher Levels. When you cast this spell using a 
spell slot of 9th level or higher, you can create an 
additional arrow for each slot level above 8th. 


LUCIDITY 


2nd-level sorcery (carian) 


Casting Time: 1 action 
Range: Self 
Components: V, S 
Duration: 1 minute 


One of the sorceries of the Carian royal family. The 
Carian knights never waver. 

For the duration, the willing creature you touch has 
advantage on saving throws against becoming stunned, 
charmed, or unconcious. 


MAGE ARMOR 


1st-level sorcery (carian) 


Casting Time: 1 action 
Range: Self 
Components: V,S 
Duration: 8 hours 


One of the sorceries of the Carian royal family. Even 
among the Carian sword sorceries, this is a notably 
effective technique. 

You touch a willing creature who isn’t wearing armor, 
and a protective magical force surrounds it until the 
spell ends. The target’s base AC becomes 13 + its 
Dexterity modifier. The spell ends if the target dons 
armor or if you dismiss the spell as an action. 


Macic DOWNPOUR 


3rd-level sorcery (carian) 


Casting Time: 1 action 

Range: 30 feet 

Components: V, S 

Duration: Concentration, up to 1 minute 


One of the sorceries of the Carian royal family. Said to 
have been taught by the Crystalians to mark the 
swearingof the old concord. 

Conjure a mass of magic that hovers 20-feet above a 
point on the ground within range. The mass then 
projects a 30-foot cone of magic stars from itself. Each 
creature in the area must make a Dexterity saving 
throw. a target takes 4d6 force damage on a failed save, 
or half as much damage on a successful one. On 
subsequent turns for the duration of the spell, you may 
use an action to create another cone of stars. 

At Higher Levels. When you cast this spell using a 
spell slot of 4th level or higher, the damage increases by 
1d6 for each slot level above 3rd. 


MAGIC FORTIFICATION 
2nd-level incantation (two fingers) 


Casting Time: 1 action 

Range: Touch 

Components: V,S 

Duration: Concentration, Up to 10 minutes 


Incantation of the Two Fingers’ faithful. Follow the path 
that has been set for you, and you will make enemies of 
all others: the monks, the sorcerers, the ancient dragon 
knights, and the scions of gold. Heed me — the Lands 
Between offers no welcome to the Tarnished. 

For the duration, the willing creature you touch has 
resistance to force damage. 


MAGIC GLINTBLADE 


1st-level sorcery (carian) 


Casting Time: 1 action 
Range: Self 
Components: V, S 
Duration: 1 round 


An old sorcery of the Carian Royal Family. Said to be 
the prototype of the sword-phalanx sorceries wielded by 
royal enchanted knights 

Conjure the Carian Sigil in an adjacent space. The 
sigil hovers in the air until the beginning of your next 
turn when it transforms into a glintstone blade. When it 
transforms, choose a creature within range of the blade 
and make a ranged spell attack against it. On a hit, the 
target takes 4d6 force damage. 

At Higher Levels. When you cast this spell using a 
spell slot of 2nd level or higher, the damage increases 
by 1d6 for each slot level above Ist. 


MAGMA BREATH 


3rd-level incantation (dragon communion) 


Casting Time: 1 action 
Range: 30 feet 
Components: V, S 
Duration: Instantaneous 


One of the incantations of Dragon Communion. Those 
who have performed the Dragon Communion will find 
their humanity slowly slipping away. Once they fully 
succumb totheir fate, they are left no more than wyrms 
that crawl the earth. 

Your head takes the form of a Magma Wyrm .Magma 
sprays in a 30-foot radius around you. Each creature in 
the area other than you must make a Dexterity saving 
throw. A target takes 5d6 fire damage on a failed save, 
or half as much damage on a successful one. 

The magma in the area lingers until the end of your 
next turn. The area is difficult terrain until the magma 
dissipates. Any creature that enters the area for the first 
time on a turn or ends its turn there takes 3d6 fire 
damage. 

At Higher Levels. When you cast this spell using a 
spell slot of 4th level or higher, the damage (both initial 
and later) increases by 1d6 for each slot level above 3rd. 


MAGMA SHOT 


3rd-level sorcery (magma) 


Casting Time: 1 action 
Range: 30 feet 
Components: V, S 
Duration: Instantaneous 


One of the sorceries developed from the magma of Mt. 
Gelmir. After discovering the ancient hexes of Gelmir, 
Rykard, son of Queen Rennala, brought them back into 
practical use as new forms of sorcery. 


Hurl a lump of magma at a point within range, which 
explodes in a 5-foot radius sphere. Each creature in the 
area other than you must make a Dexterity saving 
throw. A target takes 5d6 fire damage on a failed save, 
or half as much damage on a successful one. 

The magma in the area lingers until the end of your 
next turn. The area is difficult terrain until the magma 
dissipates. Any creature that enters the area for the first 
time on a turn or ends its turn there takes 4d6 fire 
damage. 

At Higher Levels. When you cast this spell using a 
spell slot of 4th level or higher, the damage increases by 
1d6 for each slot level above 3rd. 


MAGMA SPLASH 
Cantrip sorcery (magma) 


Casting Time: 1 action 
Range: 60 feet 
Components: V, S 
Duration: Instantaneous 


One of the sorceries developed from the magma of Mt. 
Gelmir. After discovering the ancient hexes of Gelmir, 
Rykard, son of Queen Rennala, brought them back into 
practical use as new forms of sorcery. 

You hurl a blob of magma. Choose one creature 
within range, or choose two creatures within range that 
are within 5 feet of each other. A target must succeed on 
a Dexterity saving throw or take 1d6 fire damage. 


MAGMA STEP 
3rd-level sorcery (magma) 


Casting Time: 1 action 

Range: Self 

Components: V, S 

Duration: Concentration, up to 1 minute 


One of the sorceries developed from the magma of Mt. 
Gelmir. After discovering the ancient hexes of Gelmir, 
Rykard, son of Queen Rennala, brought them back into 
practical use as new forms of sorcery. 

Magma erupts from the ground around you toa 
distance of 15 feet for the duration. The area is difficult 
terrain. You are immune to the spell’s effects. When a 
creature enters the area for the first time on a turn or 
starts its turn there, it must make a Dexterity saving 
throw. On a failed save, the creature takes 3d8 fire 
damage. On a successful save, the creature takes half as 
much damage. 

The magma in the area lingers until the end of your 
next turn. The area is difficult terrain until the magma 
dissipates. Any creature that enters the area for the first 
time on a turn or ends its turn there takes 2d8 fire 
damage. 

At Higher Levels. When you cast this spell using a 
spell slot of 4th level or higher, the initial damage 
increases by 1d8 for each slot level above 3rd. 


MAGMA WALK 


2nd-level sorcery (magma) 


Casting Time: 1 action 
Range: Touch 
Components: V, S 
Duration: 1 Hour 


One of the sorceries developed from the magma of Mt. 
Gelmir. After discovering the ancient hexes of Gelmir, 
Rykard, son of Queen Rennala, brought them back into 
practical use as new forms of sorcery. 

This spell grants the ability to move across magma 
and lava as if it were harmless solid ground. Creatures 
take no damage from walking on magma on the ground, 
but can still take damage if it is hurled or splashed at 
them. Up to ten willing creatures you can see within 
range gain this ability for the duration. 


MAGMA WAVE 
4th-level sorcery (magma) 


Casting Time: 1 action 
Range: 120 ft. 
Components: V, S 
Duration: Instantaneous 


One of the sorceries developed from the magma of Mt. 
Gelmir. After discovering the ancient hexes of Gelmir, 
Rykard, son of Queen Rennala, brought them back into 
practical use as new forms of sorcery. 

The ground melts and roils, suddenly rising into a 
magma wave that crashes down on an area within 
range. The area can be up to 30 feet long, up to 10 feet 
wide, and up to 10 feet tall. Each creature in that area 
must make a Dexterity saving throw. On a failed save, a 
creature takes 4d8 fire damage and is knocked prone. 
On a successful save, a creature takes half as much 
damage and isn’t knocked prone. 

The magma lingers for the next minute. The area is 
difficult terrain until the magma dissipates. Any 
creature that enters the area for the first time on a turn 
or ends its turn there takes 3d6 fire damage. 

At Higher Levels. When you cast this spell using a 
spell slot of 5th level or higher, the damage for both the 
wave and lingering magma increases by 1d8 for each 
slot level above 4th. 


MANIPULATE GRAVITY 
3rd-level sorcery (gravity) 


Casting Time: 1 action 

Range: 60 feet 

Components: V, S 

Duration: Concentration, up to 1 minute 


One of the glintstone sorceries that manipulates 
Sravitational forces. A gravitational technique mastered 
by the young Radahn. “I thank you for your tutelage, for 
now I can challenge the stars. “ 


You manipulate the gravity in a 15-foot-radius, 40-foot- 
high cylinder centered on a point you can see within 
range, either magnifying or reducing it. 

Magnify: The weight of creatures and objects within 
the area is doubled. The movement speed and jump 
distance of creatures in the area is halved. 

Reduce: The weight of creatures and objects within 
the area is halved. The movement speed and jump 
distance of creatures in the area is doubled. 

At Higher Levels. When you cast this spell using a 
spell slot of 4th level or higher, the radius of the affected 
area increases by 5 feet for each slot level above 3rd. 


MESSAGE 


Cantrip incantation (two fingers) 


Casting Time: 1 action 
Range: 120 feet 
Components: V, S 
Duration: 1 Round 


Incantation of the Two Fingers’ faithful. Entreat the 
Two Fingers for insight, sharing the cipher you hear in 
return. Only a finger reader can fully interpret the Two 
Finger’s words, but even ciphered speech can guide a 
faithful tarnished. 

You point your finger toward a creature within range 
and whisper a message. The target (and only the target) 
hears the message and can reply in a whisper that only 
you can hear. 

You can cast this spell through solid objects if you are 
familiar with the target and know it is beyond the 
barrier. Magical silence, 1 foot of stone, 1 inch of 
common metal, a thin sheet of lead, or 3 feet of wood 
blocks the spell. The spell doesn’t have to follow a 
straight line and can travel freely around corners or 
through openings. 


METEORITE 
5th-level sorcery (gravity) 


Casting Time: 1 action 

Range: 60 feet 

Components: V,S 

Duration: Concentration, up to 1 minute 


One of the glintstone sorceries that manipulates 
Sravitational forces. The sorcery originates from the 
Onyx Lords, who had skin of stone, and were called 
lords in reverential fear of their destructive power. 

A tear in space appears overhead, summoning 
meteorites from the depths of space. Choose 3 points 
within range that are at least 10 feet away from each 
other. A meteorite lands on each space. Each creature 
within five feet of a meteorite must make a Dexterity 
saving throw. A target takes 5d6 bludgeoning damage 
on a failed save, or half as much damage on a successful 
one. 

At Higher Levels. When you cast this spell using a 
spell slot of 6th level or higher, the damage increases by 
1d6 for each slot level above 5th. 


METEORITE OF ASTEL 
8th-level sorcery (gravity) 


Casting Time: 1 action 
Range: 120 feet 
Components: V, S 
Duration: Instantaneous 


One of the glintstone sorceries that manipulates 
Sravitational forces. A manifestation of the power with 
which Astel leveled the Eternal City. 

Astel’s cry shakes the earth as a massive tear in space 
appears overhead. Five meteors are summoned, which 
you can direct to crash into different points within 
range. The meteorites explode in 10-foot radius spheres 
when they land. Each creature in the area must make a 
Dexterity saving throw. A target takes 12d6 
bludgeoning damage on a failed save, or half as much 
damage on a successful one. Targets only take damage 
from a single meteor each time the spell is cast. 

As a bonus action on subsequent turns while the spell 
is active, you may summon another meteor from the 
tear that acts in the same manner as the previous ones. 

At Higher Levels. When you cast this spell using a 
spell slot of 9th level or higher, the damage increases by 
1d6 for each slot level above 8th. 


MIND FRACTURE 


8th-level incantation (frenzied flame) 


Casting Time: 1 action 
Range: 60 feet 
Components: V, S 
Duration: Instantaneous 


Incantation originating from the maddening Three 
Fingers. It is the maddening pain and unstoppable tears 
of those afflicted with the flame of frenzy brought into 
being. 

You speak a word of power that can overwhelm the 
mind of one creature you can see within range, leaving 
it dumbfounded. If the target has 150 hit points or 
fewer, it is stunned. Otherwise, the spell has no effect. A 
humanoid killed while under the effects of this spell 
immediately clutches their eyes as they melt. One of 
them falls from their skull, turning into a shabriri grape 
in front of them. 

The stunned target must make a Constitution saving 
throw at the end of each of its turns. On a successful 
save, this stunning effect ends. 

Afterwards, you must succeed on a DC 10 Wisdom 
saving throw or be stunned until the end of your next 
turn. 


MINOR ILLUSION 
Cantrip sorcery (night) 


Casting Time: 1 action 
Range: 30 feet 
Components: V, S 
Duration: 1 minute 


One of the night sorceries of Sellia, Town of Sorcery. 
The Sellian sorcerers were assassins, and it is said that 
they often hunted their fellows. 

You create a sound or an image of an object within 
range that lasts for the duration. The illusion also ends 
if you dismiss it as an action or cast this spell again. 

If you create a sound, its volume can range from a 
whisper to a scream. It can be your voice, someone 
else’s voice, a lion’s roar, a beating of drums, or any 
other sound you choose. The sound continues unabated 
throughout the duration, or you can make discrete 
sounds at different times before the spell ends. 

If you create an image of an object—such as a chair, 
muddy footprints, or a small chest—it must be no larger 
than a 5-foot cube. The image can’t create sound, light, 
smell, or any other sensory effect. Physical interaction 
with the image reveals it to be an illusion, because 
things can pass through it. 

If a creature uses its action to examine the sound or 
image, the creature can determine that it is an illusion 
with a successful Intelligence (Investigation) check 
against your spell save DC. If a creature discerns the 
illusion for what it is, the illusion becomes faint to the 
creature. 


MIRROR IMAGE 
2nd-level sorcery (night) 


Casting Time: 1 action 
Range: Self 
Components: V, S 
Duration: 1 minute 


One of the night sorceries of Sellia, Town of Sorcery. 
The Sellian sorcerers were assassins, and it is said that 
they often hunted their fellows. 

Three illusory duplicates of yourself appear in your 
space. Until the spell ends, the duplicates move with 
you and mimic your actions, shifting position so it’s 
impossible to track which image is real. You can use 
your action to dismiss the illusory duplicates. 

Each time a creature targets you with an attack 
during the spell’s duration, roll a d20 to determine 
whether the attack instead targets one of your 
duplicates. 

If you have three duplicates, you must roll a 6 or 
higher to change the attack’s target to a duplicate. With 
two duplicates, you must roll an 8 or higher. With one 
duplicate, you must roll an 11 or higher. 

A duplicate’s AC equals 10 + your Dexterity modifier. 
If an attack hits a duplicate, the duplicate is destroyed. A 
duplicate can be destroyed only by an attack that hits it. 
It ignores all other damage and effects. The spell ends 
when all three duplicates are destroyed. 

A creature is unaffected by this spell if it can’t see, if it 
relies on senses other than sight, such as blindsight, or 
if it can perceive illusions as false, as with truesight. 


NIGHT COMET 
3rd-level sorcery (night) 


Casting Time: 1 action 
Range: 60 feet 
Components: V, S 
Duration: Instantaneous 


One of the night sorceries of Sellia, Town of Sorcery. 
The Sellian sorcerers were assassins, and it is said that 
they often hunted their fellows. 

A comet resembling the inky blackness of a starless 
sky fires from your staff at a creature or object within 
range. Make a ranged spell attack against the target. On 
a hit, the target takes 4d10 force damage. This attack is 
made at advantage if you are in dim light or darkness. 

At Higher Levels. When you cast this spell using a 
spell slot of 4th level or higher, the damage taken 
increases by 1d10 for each slot level above 3rd. 


NIGHT MAIDEN’S MIST 
4th-level sorcery (night) 


Casting Time: 1 action 

Range: 60 feet (10-foot radius sphere) 
Components: V, S 

Duration: Concentration, up to 1 minute 


One of the night sorceries of Sellia, Town of Sorcery. 
Below Sellia, the Eternal City of Nokron sleeps. This 
sorcery originates from the maiden of that place. 

You create a 10-foot-radius sphere of silver mist 
centered on a point within range. The sphere spreads 
around corners, and its area is lightly obscured. When a 
creature enters the spell’s area for the first time ona 
turn or starts its turn there, that creature must make a 
Constitution saving throw. The creature takes 4d8 
necrotic damage on a failed save, or half as much 
damage on a successful one. The caster regains hit 
points equal to half the damage dealt. 


NIGHT SHARD 
1st-level sorcery (night) 


Casting Time: 1 action 
Range: 60 feet 
Components: V, S 
Duration: Instantaneous 


One of the night sorceries of Sellia, Town of Sorcery. 
The Sellian sorcerers were assassins, and it is said that 
they often hunted their fellows. 

A sliver of darkness fires from your staff at a creature 
or object within range. Make a ranged spell attack 
against the target. On a hit, the target takes 4d6 force 
damage. This attack is made at advantage if the caster 
is in dim light or darkness. 

At Higher Levels. When you cast this spell using a 
spell slot of 2nd level or higher, the damage increases 
by 1d6 for each slot level above 1st. 


NOBLE PRESENCE 
4th-level incantation (Sodskin apostle) 


Casting Time: 1 action 
Range: Self (10-foot radius) 
Components: V, S 
Duration: Instantaneous 


Ancient power of the Godskin Nobles. Once a sign of 
the gods’ wrath, this incantation became a trophy of the 
Nobles’ god hunt. 

Thrust your stomach forward, producing a 
shockwave. Each creature within ten feet of you must 
succeed on a Constitution saving throw or take 6d6 
thunder damage and be pushed ten feet away from you. 
On a success, the creature takes half as much damage 
and is not pushed. 

At Higher Levels. When you cast this spell using a 
spell slot of 5th level or higher, the damage increases by 
1d6 for each slot level above 4th. 


O, FLAME! 
2nd-level incantation (ruinous flame) 


Casting Time: 1 action 
Range: Touch 
Components: V,S 
Duration: Instantaneous 


Incantation of the Fire Monks. Momentarily sparks 
roaring flame from the caster’s hand. The Giants’ Flame 
still smolders upon the distant northernmountaintop, 
and the Fire Monks are its guardians. 

Fire springs from your hand, immolating a creature 
you try to touch. Make a melee spell attack against the 
target. On a hit, the target takes 5d10 fire damage. 

At Higher Levels. When you cast this spell using a 
spell slot of 3rd level or higher, the damage taken 
increases by 1d10 for each slot level above 2nd. 


ORACLE BUBBLES 
1st-level sorcery (cosmic) 


Casting Time: 1 action 

Range: 30 feet 

Components: V,S 

Duration: Concentration, up to 1 minute 


Sorcery of the claymen who served as priests in the 
ancient dynasty. The claymen search for lost oracles 
within their bubbles. 

Bubbles of prophecy float out of your staff, occupying 
a 5-foot cube within range. If the space is occupied by a 
creature, the bubbles pop and the creature must make a 
Dexterity saving throw. The target takes 6d4 force 
damage on a failed save, or half as much damage on a 
successful one. The bubbles otherwise hover in space 
until a creature enters the area. The bubbles then pop 
and the creature makes the same saving throw. 

At Higher Levels. When you cast this spell using a 
spell slot of 2nd level or higher, the damage increases 
by 1d4 for each slot level above 1st. 


ORDER HEALING 


2nd-level incantation (Golden order) 


Casting Time: 1 action 

Range: Touch 

Components: V, S 

Duration: Concentration, up to 1 minute 


One of the incantations of the Golden Order 
fundamentalists. Used by hunters of Those Who Live in 
Death. The noble Goldmask lamented what had become 
of the hunters. How easy it is for learning and 
learnedness to be reduced to theravings of fanatics; all 
the good and the great wanted, in their foolishness, was 
an absolute evil to contend with. Does such a notion 
exist in the fundamentals of Order? 

The exhaustion level of a willing creature you touch is 
reduced by 1. For the duration, the willing creature you 
touch has advantage on saving throws against 
Exhaustion. 


ORDER’S BLADE 


2nd-level incantation (Golden order) 


Casting Time: 1 action 

Range: Touch 

Components: V, S 

Duration: Concentration, Up to 10 minutes 


One of the incantations of the Golden Order 
fundamentalists. Used by hunters of Those Who Live in 
Death. This incantation is especially damaging to Those 
Who Live in Death. Any felled by this incantation cannot 
be revived. The role of the hunters is to stamp out 
defiled reason - all for the perfection of the Golden 
Order. 

You touch a weapon that deals only physical damage. 
Until the spell ends, that weapon becomes a magic 
weapon that deals an additional 1d8 radiant damage. 
Undead reduced to 0 hit points by damage from this 
weapon cannot regain hit points for 1 minute or 
reanimate. 


PASS WITHOUT TRACE 
2nd-level sorcery (night) 


Casting Time: 1 action 
Range: Self 
Components: V, S 
Duration: | hour 


One of the night sorceries of Sellia, Town of Sorcery. 
The Sellian sorcerers were assassins, and it is said that 
they often hunted their fellows. 

A veil of shadows and silence radiates from you, 
masking you and your companions from detection. For 
the duration, each creature you choose within 30 feet of 
you (including you) has a +10 bonus to Dexterity 
(Stealth) checks and can’t be tracked except by magical 
means. A creature that receives this bonus leaves 
behind no tracks or other traces of its passage. 


PEST THREADS 


1st-level incantation (servants of rot) 


Casting Time: 1 action 
Range: 120 feet 
Components: V,S 
Duration: Instantaneous 


Incantation of the servants of rot. A technique of the 
pale pests who crawl through the lands afflicted by 
scarlet rot; the abandoned children of the goddess. “Do 
you have an interest in rot incantations?” 

You create three pointed threads that burst out of 
your back. Each thread hits a creature of your choice 
that you can see within range. A thread deals 1d4+1 
piercing damage to its target. The threads all strike 
simultaneously and you can direct them to hit one 
creature or several. 

At Higher Levels. When you cast this spell using a 
spell slot of 2nd level or higher, the spell creates one 
more thread for each slot level above Ist. 


PHANTASMAL KILLER 


4th-level incantation (frenzied flame) 


Casting Time: 1 action 

Range: 120 feet 

Components: V,S 

Duration: Concentration, up to 1 minute 


Incantation originating from the maddening Three 
Fingers. It is the maddening pain and unstoppable tears 
of those afflicted with the flame of frenzy brought into 
being. 

You tap into the nightmares of a creature you can see 
within range and create an illusory manifestation of its 
deepest fears, visible only to that creature. The target 
must make a Wisdom saving throw. On a failed save, 
the target becomes frightened for the duration. At the 
end of each of the target’s turns before the spell ends, 
the target must succeed on a Wisdom saving throw or 
take 4d10 psychic damage. On a successful save, the 
spell ends. 

At Higher Levels. When you cast this spell using a 
spell slot of 5th level or higher, the damage increases by 
1d10 for each slot level above 4th. 


PLACIDUSAX’S RUIN 


9th-level incantation (dragon communion) 


Casting Time: 1 bonus action 

Range: 120 feet 

Components: V,S 

Duration: Concentration, Up to 1 minute 


Power gleaned form the remembrance of Dragonlord 
Placidusax. These are the dying wails of the Dragonlord 
who once dwelled eternal beyond time. 

Your head transforms into the worn form of 
Dragonlord Placidusax, breathing a brilliant golden ray 
of destruction. Until the spell ends, the creature can use 
an action to exhale energy in a 60-foot line that can 


begin and end at any point in range. Each creature in 
that area must make a Dexterity saving throw, taking 
10d10 radiant damage on a failed save, or half as much 
damage on a successful one. 


POISON ARMAMENT 


2nd-level incantation (servants of rot) 


Casting Time: 1 action 

Range: Touch 

Components: V, S 

Duration: Concentration, Up to 10 minutes 


Incantation of the servants of rot. Those who dwell 
within poison know rot all too well. The death that 
begets life, that comes to all equally. That is to say: it is 
the cycle of rebirth put into practice. 

You touch a weapon that deals only physical damage. 
Until the spell ends, that weapon becomes a magic 
weapon that deals an additional 1d8 poison damage. 


POISON MIST 


1st-level incantation (servants of rot) 


Casting Time: 1 action 

Range: 20 feet 

Components: V, S 

Duration: Concentration, Up to 1 minutes 


Incantation of the servants of rot. Those who dwell 
within poison know rot all too well. The death that 
begets life, that comes to all equally. That is to say: it is 
the cycle of rebirth put into practice. 

You summon a noxious cloud of gas in a 10 foot 
sphere within range. Any creature that starts it’s turn 
inside of the cloud must succeed on a Constitution 
saving throw or become poisoned until they leave the 
area. 


POISON SPRAY 


Cantrip incantation (servants of rot) 


Casting Time: 1 action 
Range: 10 ft. 
Components: V, S 
Duration: Instantaneous 


Incantation of the servants of rot. Those who dwell 
within poison know rot all too well. The death that 
begets life, that comes to all equally. That is to say: it is 
the cycle of rebirth put into practice. 

You extend your hand toward a creature you can see 
within range and project a puff of noxious gas from your 
palm. The creature must succeed on a Constitution 
saving throw or take 1d12 poison damage. 


PROTECTION OF THE ERDTREE 


6th-level incantation (erdtree) 


Casting Time: 1 action 

Range: Self (10-foot radius) 

Components: V, S 

Duration: Concentration, Up to 1 minutes 


A superior incantation of Erdtree Worship. In the 
beginning, everything was in opposition to the Erdtree. 
But through countless victories in war, it became the 
embodiment of Order. 

You and each creature of your choice within range 
has resistance to non-bludgeoning, non-piercing, and 
non-slashing damage for the duration. 


RADAGON’S RINGS OF LIGHT 
5th-level incantation (golden order) 


Casting Time: 1 action 
Range: Self (20-foot radius) 
Components: V, S 
Duration: Instantaneous 


One of the incantations of the Golden Order 
fundamentalists. A gift of gratitude to the young 
Miquella from his father, Radagon. And yet, the young 
Miquella abandoned fundamentalism, for it could do 
nothing to treat Malenia’s accursed rot. This was the 
beginning of unalloyed gold. 

Throw your arms to the side and conjure a ring of 
golden light around yourself that expands in a 20-foot 
radius around you. Each creature of your choice within 
range must succeed on a Constitution saving throw or 
take 8d8 radiant damage. On a failure, a target takes 
half damage. 

At Higher Levels. When you cast this spell using a 
spell slot of 6th level or higher, the damage increases by 
1d8 for each slot level above 5th. 


RANCORCALL 
3rd-level sorcery (death) 


Casting Time: 1 action 
Range: 120 feet 
Components: V,S 
Duration: Instantaneous 


Sorcery of the servants of Death. Once though lost, this 
ancient death hex was rediscovered by the necromancer 
Garris. 

The vengeful spirits of Those Who Live in Death 
answer your call, chasing down a creature within range. 
The spirits appear in your space in a five-foot wide 
sphere, and moves 30 feet toward the target. At the 
beginning of each of your turns, the spirits move 
another 30 feet toward the target. When the spirits 
reach the target, it must make a Constitution saving 
throw. The target takes 8d8 necrotic damage on a failed 
save, or half as much damage on a successful one. 

The spell ends after the spirits reach the target or 
they have moved 120 feet 

At Higher Levels. When you cast this spell using a 
spell slot of 4th level or higher, the damage increases by 
1d8 for each slot level above 3rd. 


RANNI’S DARK MOON 


9th-level sorcery (cosmic) 


Casting Time: 1 action 
Range: Self 
Components: V, S 
Duration: 1 round 


Legendary sorcery associated with the Carian queen. 
This cold, dark moon was encountered by a young 
Ranni, led by the hand of her mother, Rennala. What 
she beheld was cold, dark and veiled in occult mystery. 

Picturing the Dark Moon of the Carian princess, you 
hover into the air and transform yourself into an effigy 
of the same dark moon. Until the beginning of your next 
turn, you are incapacitated and immune to damage from 
sorceries. You also automatically succeed on saving 
throws from sorcery spells. 

At the beginning of your next turn, the moon is 
launched at a creature within range while you drift 
safely down into the space you cast the spell. When the 
moon reaches the target, it explodes in a 20-foot radius 
sphere centered on that point. Each creature in the area 
must make a Wisdom saving throw. a target takes 
10d10 cold damage and 10d10 force damage on a failed 
save, or half as much damage on a successful one. 
Creatures that fail the save also gain vulnerability to 
force damage and disadvantage on saving throws 
against sorceries for the next minute. At the end of each 
of its turns, the target can make another Wisdom saving 
throw. On a success, the spell ends on the target. 


REJECTION 


1st-level incantation (two fingers) 


Casting Time: 1 action 
Range: Self (5-foot radius) 
Components: V, S 
Duration: Instantaneous 


Incantation of the Two Fingers’ faithful. Hark, 
Tarnished! If you truly walk in faith, you must be 
prepared to reject all else. 

A blast of thunderous energy explodes from you, 
forcing creatures away. Each creature within five feet of 
you must succeed on a Constitution saving throw or be 
pushed ten feet away from you. On a success, the 
creature is not pushed. 


RENNALA’S FULL MOON 
9th-level sorcery (cosmic) 


Casting Time: 1 action 
Range: Self 
Components: V, S 
Duration: 1 round 


Sorcery associated with the Carian queen. Queen 
Rennala encountered this enchanting moon when she 
was young, and later, it would bewitch the academy. 


Picturing the Full Moon of the Carian queen, you hover 
into the air and transform yourself into an effigy of the 
same moon. Until the beginning of your next turn, you 
are incapacitated and immune to damage from 
sorceries. You also automatically succeed on saving 
throws from sorcery spells. 

At the beginning of your next turn, the moon is 
launched at a creature within range while you drift 
safely down into the space you cast the spell. When the 
moon reaches the target, it explodes in a 20-foot radius 
sphere centered on that point. Each creature in the area 
must make a Wisdom saving throw. a target takes 40d6 
force damage on a failed save, or half as much damage 
on a successful one. Creatures that fail the save also 
gain vulnerability to force damage and disadvantage on 
saving throws against sorceries for the next minute. At 
the end of each of its turns, the target can make another 
Wisdom saving throw. On a success, the spell ends on 
the target. 


REVERSE GRAVITY 
7th-level sorcery (gravity) 


Casting Time: 1 action 

Range: A 50-foot-radius, 100-foot high cylinder centered 
on a point within range 

Components: V,S 

Duration: Concentration, up to 1 minute 


One of the glintstone sorceries that manipulates 
Sravitational forces. A gravitational technique mastered 
by the young Radahn. “I thank you for your tutelage, for 
now I can challenge the stars. “ 

This spell reverses gravity in a 50-foot-radius, 100- 
foot high cylinder centered on a point within range. All 
creatures and objects that aren’t somehow anchored to 
the ground in the area fall upward and reach the top of 
the area when you cast this spell. A creature can make a 
Dexterity saving throw to grab onto a fixed object it can 
reach, thus avoiding the fall. 

If some solid object (such as a ceiling) is encountered 
in this fall, falling objects and creatures strike it just as 
they would during a normal downward fall. If an object 
or creature reaches the top of the area without striking 
anything, it remains there, oscillating slightly, for the 
duration. 

At the end of the duration, affected objects and 
creatures fall back down. 


ROCK BLASTER 
2nd-level sorcery (glintstone) 


Casting Time: 1 action 

Range: Self (10-foot radius circle) 
Components: V,S 

Duration: Instantaneous 


One of the glintstone sorceries of the Academy of Raya 
Lucaria. An enhanced version of the glintstone miners’ 
Stonediggersorcery. 


The base of your staff charges with glintstone magic, 
slamming into the ground and blasting the ground 
around you. Each creature and object in a 10-foot-radius 
circle around you must make a Dexterity saving throw. 
A target takes 5d6 force damage on a failed save, or half 
as much damage on a successful one. Objects and 
structures automatically fail the save and take double 
damage. 

At Higher Levels. When you cast this spell using a 
spell slot of 3rd level or higher, the damage taken 
increases by 1d6 for each slot level above 2nd. 


ROCK SLING 
2nd-level sorcery (gravity) 


Casting Time: 1 action 
Range: 120 feet 
Components: V, S 
Duration: Instantaneous 


One of the glintstone sorceries that manipulates 
Sravitational forces. A gravitational technique studied by 
the young Radahn. His master was an Alabaster Lord 
with skin of stone. 

You seize nearby rock and debris with gravity magic, 
hurling them towards your quaries. You can control 
three projectiles, directing each towards one or more 
targets within range. Make a ranged spell attack against 
each target. On a hit, the target takes 2d6 bludgeoning 
damage. 

At Higher Levels. When you cast this spell using a 
spell slot of 3rd level or higher, the damage taken 
increases by 1d6 for each slot level above 2nd. 


ROILING MAGMA 
7th-level sorcery (magma) 


Casting Time: 1 action 
Range: 30 feet 
Components: V, S 
Duration: Instantaneous 


One of the sorceries developed from the magma of Mt. 
Gelmir. After discovering the ancient hexes of Gelmir, 
Rykard, son of Queen Rennala, brought them back into 
practical use as new forms of sorcery. 

A beam of yellow light flashes from your pointing 
finger, then condenses to linger at a chosen point within 
range as a glowing bead for the Duration. When the 
spell ends, either because your Concentration is broken 
or because you decide to end it, the bead blossoms with 
a low roar into an explosion of magma. Each creature in 
a 20-foot-radius Sphere centered on that point must 
make a Dexterity saving throw. A creature takes fire 
damage equal to the total accumulated damage on a 
failed save, or half as much damage on a successful one. 

The magma in the area lingers until the end of your 
next turn. The area is difficult terrain until the magma 
dissipates. Any creature that enters the area for the first 
time on a turn or ends its turn there takes 6d6 fire 
damage. 


The spell’s base damage is 10d6. If at the end of Your 
Turn the bead has not yet detonated, the damage 
increases by 1d6. The magma damage does not 
increase 

At Higher Levels. When you cast this spell using a 
spell slot of 8th level or higher, the base damage 
increases by 1d6 for each slot level above 7th. 


ROTTEN BREATH 


3rd-level incantation (dragon communion) 


Casting Time: 1 action 
Range: Self (30-foot cone) 
Components: V, S 
Duration: Instantaneous 


One of the incantations of Dragon Communion. Those 
extraordinary individuals who perpetuate Dragon 
Communion are called the dragon-hearted. 

Your head transforms into a dragon’s, breathing a 
cloud of rot in a 20-foot cone. Each creature in the area 
must make a Constitution saving throw. A creature 
takes 5d6 necrotic damage on a failed save and gain the 
Rotting condition for 1 minute. A target takes half as 
much damage on a successful one and is not afflicted 
with scarlet rot. 

At the end of each of its turns, a Rotting creature can 
make a Constitution saving throw. On a success, the 
creature loses the Rotting condition. 

At Higher Levels. When you cast this spell using a 
spell slot of 4th level or higher, the damage increases by 
1d6 for each slot level above 3rd. 


RYKARD’S RANCOR 
Sth-level sorcery (magma) 


Casting Time: 1 action 
Range: 30 feet 
Components: V,S 
Duration: Special 


The terrible power of Rykard, Lord of Blasphemy. 
These spirits manifest from the rancor of heroes who 
met a violent end. The lord granted them an audience, 
whereupon they were welcomed by the maw of the 
Sreat serpent — and within the serpent’s bowels, they 
became the lord’s kin. 

The howling souls of those consumed by the Great 
Serpent rise from your staff, pursuing a creature within 
range. The spirits appear in your space in a five-foot 
wide sphere, and moves 30 feet toward the target. At 
the beginning of each of your turns, the spirits move 
another 30 feet toward the target. When the spirits 
reach the target, it must make a Constitution saving 
throw. The target takes 10d6 fire damage and 10d6 
necrotic damage on a failed save, or half as much 
damage on a successful one. 

The spell ends after the spirits reach the target or 
they have moved 120 feet. Whenever the spirits end 
their movement, they leave a fiery trail along the path 
they moved which explodes afterwards. Each creature 


within five feet of the trail must succeed on a Dexterity 
saving or take 8d6 fire damage. 

At Higher Levels. When you cast this spell using a 
spell slot of 9th level or higher, both damage types 
increase by 1d6 for each slot level above 8th. 


SACRED FLAME 


Cantrip incantation (golden order) 


Casting Time: 1 action 
Range: 60 feet 
Components: V, S 
Duration: Instantaneous 


One of the incantations of the Golden Order 
fundamentalists. The Golden Order strength is in its 
flexibility to accept faiths from across the Land’s 
Between. No matter where one draws power, they may 
still draw on the Order for protection. 

Flame-like radiance descends on a creature that you 
can see within range. The target must succeed on a 
Dexterity saving throw or take 1d8 radiant damage. The 
target gains no benefit from cover for this saving throw. 


SCARLET AEONIA 


9th-level incantation (servants of rot) 


Casting Time: 1 action 
Range: Self 
Components: V, S 
Duration: Instantaneous 


Technique of Malenia, the Goddess of Rot. Each time 
the scarlet flower blooms, Malenia’s rot advances. It has 
bloomed twice already. With the third bloom, she will 
become a true goddess. 

The petals of the scarlet flower bloom on your back, 
dragging you into the air. You may fly up to 30 feet 
without provoking attacks of opportunity as long as you 
end on the ground. The petals then surround you and 
bloom brillianty, scattering scarlet rot in a 30-foot radius 
around you. Each creature in the area must succeed on 
a Constitution saving throw or take 20d6 poison 
damage and gain the Rotting condition for 1 minute. On 
a successful save, a target takes half damage and is not 
afflicted. 


SCHOLAR’S ARMAMENT 
2nd-level sorcery (glintstone) 


Casting Time: 1 action 

Range: Touch 

Components: V, S 

Duration: Concentration, up to 10 minute 


One of the glintstone sorceries of the Academy of Raya 
Lucaria. Taught to the Knights of the Cuckoo by the 
academy as payment for their contract. 

You touch a weapon that deals only physical damage. 
Until the spell ends, that weapon becomes a magic 
weapon that deals an additional 1d8 force damage. 


SCHOLAR’S SHIELD 
3rd-level sorcery (glintstone) 


Casting Time: 1 action 

Range: Touch 

Components: V, S 

Duration: Concentration, up to 10 minute 


One of the glintstone sorceries of the Academy of Raya 
Lucaria. Taught to the Knights of the Cuckoo by the 
academy as payment for their contract. 

You touch a nonmagical shield. Until the spell ends, 
that shield becomes a magic shield with a +1 bonus to 
AC while granting resistance to force damage for the 
wielder. 


SCOURING BLACK FLAME 
3rd-level incantation (Sodskin apostle) 


Casting Time: 1 action 
Range: Self (30-foot cone) 
Components: V,S 
Duration: Instantaneous 


A black flame incantation of the Godskin Apostles. The 
black flame could once slay gods. But when Maliketh 
sealed Destined Death, the true power of the black 
flame was lost. 

Black flame sweeps forth from your seal in a 30-foot 
cone. Each creature in the area must succeed ona 
Constitution saving throw or take 8d6 fire damage. On a 
successful save the target takes half damage. Damage 
from this spell ignores resistances from celestials, 
fiends, and fey. 

At Higher Levels. When you cast this spell using a 
spell slot of 4th level or higher, the damage increases by 
1d6 for each slot level above 3rd. 


SCRYING 


5th-level incantation (frenzied flame) 


Casting Time: 10 minutes 
Range: Self 
Components: V,S 
Duration: 10 minutes 


Incantation originating from the maddening Three 
Fingers. Glimpse the far flame and that which lies 
beyond. 

You can see and hear a particular creature you 
choose that is on the same plane of existence as you. 
The target must make a Wisdom saving throw, which is 
modified by how well you know the target and the sort 
of physical connection you have to it. If a target knows 
you're casting this spell, it can fail the saving throw 
voluntarily if it wants to be observed. 


Knowledge Save Modifier 
Secondhand (you have heard of the target) +5 

Firsthand (you have met the target) 0 

Familiar (you know the target well) -5 

Connection Save Modifier 
Likeness or picture -2 

Possession or garment -4 


Body part, lock of hair, bit of nail, or the like -10 


On a successful save, the target isn’t affected, and you 
can’t use this spell against it again for 24 hours. 

On a failed save, the spell creates an invisible sensor 
within 10 feet of the target. You can see and hear 
through the sensor as if you were there. The sensor 
moves with the target, remaining within 10 feet of it for 
the duration. A creature that can see invisible objects 
sees the sensor as a luminous orb about the size of your 
fist. 

Instead of targeting a creature, you can choose a 
location you have seen before as the target of this spell. 
When you do, the sensor appears at that location and 
doesn’t move. 


SEAL IN STONE 
6th-level sorcery (magma) 


Casting Time: 1 action 

Range: 60 feet 

Components: V, S 

Duration: Concentration, up to 1 minute 


One of the sorceries developed from the magma of Mt. 
Gelmir. After discovering the ancient hexes of Gelmir, 
Rykard, son of Queen Rennala, brought them back into 
practical use as new forms of sorcery. 

Magma roils under a creature you see within range, 
bursting upwards and coating them in a thick layer of 
molten rock. The target must succeed on a Strength 
saving throw. On a failed save, the target takes 6d6 fire 
damage and is restrained as the magma hardens 
around it. On a successful save, the target takes half as 
much fire damage and is not restrained. 

A creature restrained by this spell must make another 
Strength saving throw at the end of each of its turns. If it 
successfully saves against this spell three times, the 
spell ends. If it fails saves three times, it is turned to 
stone and subjected to the petrified condition for the 
duration. The successes and failures don’t need to be 
consecutive, keep track of both until the target collects 
three of a kind. 

If the creature is physically broken while petrified, it 
suffers from similar deformities if it reverts to its 
original state. 

If you maintain your concentration on this spell for 
the entire possible duration, the creature is turned to 
stone until the effect is removed. 

At Higher Levels. When you cast this spell using a 
spell slot of 7th level or higher, the damage increases by 
1d6 for each slot level above 6th. 


SEE INVISIBILITY 


2nd-level incantation (frenzied flame) 


Casting Time: 1 action 
Range: Self 
Components: V, S 
Duration: 1 hour 


Incantations originating from the maddening Three 
Fingers. They see all, and so shall the world. 

For the duration, you see invisible creatures and 
objects as if they were visible, and you can see into the 
Ethereal Plane. Ethereal creatures and objects appear 
ghostly and translucent. 


SHADOW BAIT 


1st-level incantation (two fingers) 


Casting Time: 1 action 
Range: 60 feet 
Components: V, S 
Duration: 1 minute 


Incantation of the Two Fingers’ servants, who once 
served as theassassins of the Roundtable Hold. Creates 
a pale gold shadow before the caster, luring foes of 
humanbuild and attracting their aggression. This 
incantation can be cast while in motion or crouching, 
andwill still affect foes that are already in a combat 
state. It is said that those beguiled by the shadow see 
within it a hatedfoe. 

You create the image of an object, a creature, or some 
other visible phenomenon that is no larger than a 15- 
foot cube. The image appears at a spot within range and 
lasts for the duration. The image is purely visual, it isn’t 
accompanied by sound, smell, or other sensory effects. 

You can use your action to cause the image to move 
to any spot within range. As the image changes location, 
you can alter its appearance so that its movements 
appear natural for the image. For example, if you create 
an image of a creature and move it, you can alter the 
image so that it appears to be walking. 

Physical interaction with the image reveals it to be an 
illusion, because things can pass through it. A creature 
that uses its action to examine the image can determine 
that it is an illusion with a successful Intelligence 
(Investigation) check against your spell save DC. Ifa 
creature discerns the illusion for what it is, the creature 
can see through the image. 


SHARD SPIRAL 
2nd-level sorcery (glintstone) 


Casting Time: 1 action 
Range: 30 feet 
Components: V,S 
Duration: Instantaneous 


One of the glintstone sorceries of the Academy of Raya 
Lucaria. A sorcery of the Karolos Conspectus, the most 
venerable of the academy. This was the product of a 
failed attempt to create a new comet. 


Two mirrored glintstone shards rotate in a double 
helix in a line 5 feet wide and 30 feet long. Each 
creature in the line must make a Dexterity saving throw. 
A creature takes 3d8 force damage on a failed save, or 
half as much damage on a successful one. 

At Higher Levels. When you cast this spell using a 
spell slot of 3rd level or higher, the damage taken 
increases by 1d8 for each slot level above 2nd. 


SHATTER EARTH 


1st-level sorcery (glintstone) 


Casting Time: 1 action 

Range: Self (5-foot radius circle) 
Components: V, S 

Duration: Instantaneous 


One of the glintstone sorceries of the Academy of Raya 
Lucaria. A Stonedigger sorcery used by the glintstone 
miners of the crystal tunnel. At the academy, use of this 
sorcery was a stigma that marked out failed scholars. 

The base of your staff charges with glintstone magic, 
slamming into the ground and blasting the ground 
around you. Each creature within 10 feet of you must 
make a Dexterity saving throw. A target takes 2d6 force 
damage on a failed save, or half as much damage on a 
successful one. 

At Higher Levels. When you cast this spell using a 
spell slot of 2nd level or higher, the damage increases 
by 1d6 for each slot level above Ist. 


SHATTERING CRYSTAL 
4th-level sorcery (crystalian) 


Casting Time: 1 action 
Range: Self (30-foot cone) 
Components: V, S 
Duration: Instantaneous 


Sorcery of the mysterious Crystalians. The Crystalians 
are inorganic beings, yet they live. They cleave close to 
the ideals of the primeval current, and as such, they are 
revered guests of the sorcerers. 

Massive glintstone crystals collect in your staff and 
explode in a 30-foot cone. Each creature in that area 
must make a Dexterity saving throw, taking 8d10 force 
damage on a failed save, or half as much damage on a 
successful one. 

At Higher Levels. When you cast this spell using a 
spell slot of 5th level or higher, the damage increases by 
1d10 for each slot level above 4th. 


SHIELD 
1st-level sorcery (carian) 


Casting Time: 1 reaction 
Range: Self 
Components: V, S 
Duration: 1 round 


One of the sorceries of the Carian royal family. Even 
among the Carian sword sorceries, this is a notably 
effective technique. 

An invisible barrier of magical force appears and 
protects you. Until the start of your next turn, you have a 
+5 bonus to AC, including against the triggering attack, 
and you take no damage from magic missile. 


SHOCKING GRASP 


Cantrip incantation (dragon cult) 


Casting Time: 1 action 
Range: Touch 
Components: V, S 
Duration: Instantaneous 


One of the incantations of the capital’s ancient dragon 
cult. Long ago, Godwyn the Golden defeated the ancient 
dragon Fortissax, and befriended his fallen foe — an 
event that gave rise to the ancient dragon cult in the 
capital. 

Lightning springs from your hand to deliver a shock 
to a creature you try to touch. Make a melee spell attack 
against the target. You have advantage on the attack roll 
if the target is wearing armor made of metal. On a hit, 
the target takes 1d8 lightning damage, and it can’t take 
reactions until the start of its next turn. 


SILENCE 


2nd-level incantation (two fingers) 


Casting Time: 1 action 
Range: 120 feet 
Components: V,S 
Duration: 10 minutes 


Incantation of the Two Fingers’ servants, who once 
served as theassassins of the Roundtable Hold. It is said 
that those beguiled by the shadow see within it a hated 
foe. 

For the duration, no sound can be created within or 
pass through a 20-foot-radius sphere centered on a 
point you choose within range. Any creature or object 
entirely inside the sphere is immune to thunder 
damage, and creatures are deafened while entirely 
inside it. Casting a spell that includes a verbal 
component is impossible there. 


SLEET STORM 


3rd-level sorcery (snow witch) 


Casting Time: 1 action 
Range: 150 feet 
Components: V,S 
Duration: 1 minute 


Sorcery said to have been used by the old snow witch. 
The snowy crone taught the young Ranni to fear the 
dark moon as she imparted her cold sorcery. 

Until the spell ends, freezing rain and sleet fallina 
20-foot-tall cylinder with a 40-foot radius centered on a 


point you choose within range. The area is heavily 
obscured, and exposed flames in the area are doused. 

The ground in the area is covered with slick ice, 
making it difficult terrain. When a creature enters the 
spell’s area for the first time on a turn or starts its turn 
there, it must make a Dexterity saving throw. On a failed 
save, it falls prone. 

If a creature starts its turn in the spell’s area and is 
concentrating on a spell, the creature must make a 
successful Constitution saving throw against your spell 
save DC or lose concentration. 


SMARAG’S GLINTSTONE BREATH 
5th-level incantation (dragon communion) 


Casting Time: 1 action 
Range: Self (30-foot cone) 
Components: V, S 
Duration: Instantaneous 


Superior incantation of Dragon Communion. Channels 
the power of Smarag, the Glintstone Dragon. Smarag 
was a devourer of sorcerers, and over time, his body 
became corrupted by their glintstones. 

The massive visage of Glintstone Dragon Smarag 
appears above your head, pulling you 10 feet into the air 
and spewing flame below. Each creature in a 30-foot 
cone centered must make a Dexterity saving throw. A 
target takes 10d10 force damage on a failed save, or 
half as much damage on a successful one. After the 
spell ends, you descend safely down to the ground. 

At Higher Levels. When you cast this spell using a 
spell slot of 6th level or higher, the damage increases by 
1d10 for each slot level above 5th. 


SPITEFUL REBUKE 
1st-level incantation (godskin apostle) 


Casting Time: 1 reaction 
Range: 60 feet 
Components: V, S 
Duration: Instantaneous 


A black flame incantation of the Godskin Apostles. 

You point your finger, and the creature that damaged 
you is momentarily surrounded by hellish flames. The 
creature must make a Dexterity saving throw. It takes 
2d10 fire damage on a failed save, or half as much 
damage on a successful one. 

At Higher Levels. When you cast this spell using a 
spell slot of 2nd level or higher, the damage increases 
by 1d10 for each slot level above 1st. 


STAR SHOWER 
3rd-level sorcery (glintstone) 


Casting Time: 1 action 
Range: 60 feet 
Components: V, S 
Duration: Instantaneous 


One of the glintstone sorceries of the Academy of Raya 
Lucaria. The most difficult to master of the Olivinus 
Conspectus sorceries. 

Imbue glintstone with your will, letting them free so 
they may pursue your a foe within range. The target 
must make a Dexterity saving throw. On a failed save, 
the target takes 8d6 force damage. On a successful 
save, the target takes half as much damage and suffers 
none of the spell’s other effects. 

At Higher Levels. When you cast this spell using a 
spell slot of 4th level or higher, the damage increases by 
1d6 for each slot level above 3rd. 


STAR STRIDE 
1st-level sorcery (Sravity) 


Casting Time: 1 action 

Range: Touch 

Components: V, S 

Duration: Concentration, up to 10 minutes 


One of the glintstone sorceries that manipulates 
gravitational forces. A gravitational technique studied by 
the young Radahn. His master was an Alabaster Lord 
with skin of stone. 

You touch a creature, reducing the force of gravity 
around them. The target’s speed increases by 10 feet 
and its jump distance is tripled until the spell ends. 

At Higher Levels. When you cast this spell using a 
spell slot of 2nd level or higher, you can target one 
additional creature for each slot level above 1st. 


STARLIGHT 
Cantrip sorcery (glintstone) 


Casting Time: 1 action 
Range: Self 
Components: V, S 
Duration: Instantaneous 


One of the glintstone sorceries of the Academy of Raya 
Lucaria. Granted to sorcerers who depart from the 
academy to embark on journeys. Even during the 
blackest nights, sojourns underground, or imprisonment 
in gaol, the stars are never far from a sorcerer’s Side. 

A mote of light hovers above your head until the spell 
ends, shedding bright light in a 20-foot radius and dim 
light for an additional 20 feet. 


STARS OF RUIN 


6th-level sorcery (cosmic) 


Casting Time: 1 action 
Range: 120 feet 
Components: V, S 
Duration: Instantaneous 


Legendary sorcery devised by Lusat, primeval sorcerers. 
When Lusat glimpsed into the primeval current, he 
beheld the final moments of a great star cluster, and 
upon seeing it, he too was broken. 


You create a barrage of stars to pursue a foe within 
range. The target must make a Dexterity saving throw. 
On a success, the target takes no damage. On a failure, 
the target takes 5d8 force damage, plus an additional 
1d8 damage equal to the difference between the target’s 
save and your spell save DC, up to a maximum of 12d8 
total damage. For instance, if your spell save DC is 18 
and the target rolls a 15 on their Dexterity save, they 
would take 8d8 force damage. 

At Higher Levels. When you cast this spell using a 
spell slot of 7th level or higher, both the initial damage 
and maximum damage increase by 1d8 for each slot 
level above 6th. 


STINKING CLOUD 


3rd-level incantation (servants of rot) 


Casting Time: 1 action 

Range: 90 feet 

Components: V, S 

Duration: Concentration, Up to 1 minute 


Incantation of the servants of rot. Those who dwell 
within poison know rot all too well. The death that 
begets life, that comes to all equally. That is to say: it is 
the cycle of rebirth put into practice. 

You create a 20-foot-radius sphere of yellow, 
nauseating gas centered on a point within range. The 
cloud spreads around corners, and its area is heavily 
obscured. The cloud lingers in the air for the duration. 

Each creature that is completely within the cloud at 
the start of its turn must make a Constitution saving 
throw against poison. On a failed save, the creature 
spends its action that turn retching and reeling. 
Creatures that don’t need to breathe or are immune to 
poison automatically succeed on this saving throw. 

A moderate wind (at least 10 miles per hour) 
disperses the cloud after 4 rounds. A strong wind (at 
least 20 miles per hour) disperses it after 1 round. 


STONE OF GURRANQ 


4th-level incantation (bestial) 


Casting Time: 1 action 
Range: 120 feet 
Components: V, S 
Duration: Instantaneous 


Superior incantation taught by Gurrangq, the Beast 
Clergyman. Long ago, Gurrang was a beast of such 
terrifying ferocity that hisformer name meant “Death of 
the Demigods. “ 

You drag a boulder from the earth, lifting it above 
your head and hurling it at a creature in range. Make a 
ranged spell attack at the target. On a hit, the target 
takes 6d12 bludgeoning damage. 

At Higher Levels. When you cast this spell using a 
spell slot of 5th level or higher, the damage increases by 
1d12 for each slot level above 4th. 


SURGE, O FLAME! 


2nd-level incantation (ruinous flame) 


Casting Time: 1 action 
Range: Self (20-foot line) 
Components: V, S 
Duration: Instantaneous 


Superior incantation of the Fire Monks. The Giants’ 
Flame is the flame of ruin, capable of burning the 
Erdtree. And so, following the War against the Giants, 
its ruinous blaze was sealed, and guardians were 
appointed to watch over it. 

For the duration, you can use an action to exhale 
energy of the chosen type in a 20-foot line. Each 
creature in that area must make a Dexterity saving 
throw, taking 3d6 fire damage on a failed save, or half 
as much damage on a successful one. 

At Higher Levels. When you cast this spell using a 
spell slot of 3rd level or higher, the damage taken 
increases by 1d6 for each slot level above 2nd. 


SWARM OF FLIES 
2nd-level incantation (blood) 


Casting Time: 1 action 

Range: 30 feet 

Components: V, S 

Duration: Concentration, Up to 1 minute 


A Blood Oath incantation, shared from the Lord of 
Blood’s power. The new palace of the Lord of Blood lies 
in a swamp of festering blood, and these flies are said to 
spawn from excrement in that land. 

You conjure a swarm of bloodflies in an range. The 
swarm occupies a 5-foot wide space. The swarm can 
occupy another creature’s space and vice versa, and the 
swarm can move through any opening large enough for 
a Tiny insect. 

Any creature who starts their turn in the space of the 
bloodflies takes 4d4 piercing damage and is afflicted 
with Bleed 1. 

At Higher Levels. When you cast this spell using a 
spell slot of 3rd level or higher, the damage increases by 
1d4 for each slot level above 2nd. 


SWIFT GLINTSTONE SHARD 
1st-level sorcery (glintstone) 


Casting Time: 1 bonus action 
Range: 30 feet 

Components: V,S 

Duration: Instantaneous 


One of the glintstone sorceries of the Academy of Raya 
Lucaria. Those unworthy of the stone crown typically 
end their brief journey into sorcery here. 

You quickly create a shard of glintstone and launch it 
from your staff toward a creature or object within range. 
Make a ranged spell attack against the target. On a hit, 
the target takes 1d8 force damage. 


‘TERRA MAGICA 
5th-level sorcery (glintstone) 


Casting Time: 1 action 

Range: Self (10-foot radius circle) 
Components: V, S 

Duration: Concentration, up to 1 minute 


One of the glintstone sorceries of the Academy of Raya 
Lucaria. Once, the sigil would be cast from the highest 
belfry of the academy, covering the entire institution’s 
Srounds. This spell allows such vivid experience of spell 
—casting success, it turns many a fledgling into a true 
sorcerer in a flash of newfound understanding. 

The sigil of the Academy of Raya Lucaria is 
summoned on the ground underneath you in a 5-foot 
radius circle. The spells of any creature of your choice 
that is standing within the circle are empowered. When 
an empowered creature rolls damage dice for a spell 
they cast within the circle, they can reroll any of the dice 
and take the higher total. 


"THE FLAME OF FRENZY 


4th-level incantation (frenzied flame) 


Casting Time: 1 action 
Range: 30 feet 
Components: V, S 
Duration: Instantaneous 


Incantation originating from the maddening Three 
Fingers. Causes the yellow flame of frenzy to burst forth 
from the caster’s eyes. The flame of frenzy deals 
damage and causes buildup of madness. This 
incantation also causes buildup of madness in the 
caster. 

You create four rays of frenzy and hurl them at targets 
within range. You can hurl them at one target or several. 
Make a ranged spell attack for each ray. On a hit, the 
target takes 4d6 psychic damage and must succeed on a 
Wisdom saving throw or be stunned until the end of its 
next turn. A target must only make this save once even 

if hit with multiple rays. 

Afterwards, you must succeed on a DC 10 Wisdom 
saving throw or be stunned until the end of your next 
turn. 

At Higher Levels. When you cast this spell using a 
spell slot of 5th level or higher, you create one 
additional ray for each slot level above 4th. 


‘THEODORIX’S MAGMA 
6th-level incantation (dragon communion) 


Casting Time: 1 action 
Range: 60 feet 
Components: V, S 
Duration: Instantaneous 


Superior incantation of Dragon Communion. Channels 
the power of the great wyrm Theodorix. The name of 
the ancient troll warrior Theodorix lives on — as a hero 
of the War against the Giants. 


Your head takes the form of a Magma Wyrm Magma 
sprays in a 30-foot radius around you. Each creature in 
the area other than you must make a Dexterity saving 
throw. A target takes 12d6 fire damage on a failed save, 
or half as much damage on a successful one. 

The magma in the area lingers until the end of your 
next turn. The area is difficult terrain until the magma 
dissipates. Any creature that enters the area for the first 
time on a turn or ends its turn in there takes 6d6 fire 
damage. 

At Higher Levels. When you cast this spell using a 
spell slot of 7th level or higher, both types of damage 
increases by 1d6 for each slot level above 6th. 


TuHops’s BARRIER 
1st-level sorcery (glintstone) 


Casting Time: 1 reaction 
Range: Self 
Components: V, S 
Duration: Instantaneous 


The lifelong pursuit of Thops the Bluntstone. Future 
Senerations will learn. They will know the foolishness of 
the sneering sorcerers who ridiculed this theory, little 
realizing that it was in fact a discovery worthy of a new 
conspectus of the academy. 

Holding your staff aloft, you create a barrier in front of 
you that deflects magic until the beginning of your next 
turn. While the barrier is active, spell attack rolls 
against you have disadvantage and you have advantage 
on Strength, Dexterity, and Constitution saving throws 
against magic. 


T1IBIA’s SUMMONS 
5th-level sorcery (death) 


Casting Time: 1 action 
Range: 30 feet 
Components: V, S 
Duration: Instantaneous 


Sorcery of the servants of Death. The dead have long 
been left to wander; what they need is leadership. 

You entreat the souls of Those Who Live in Death, 
answering your call in the form of three skeletal spirits 
which attack a target in range. Make three melee spell 
attacks at the target. Each attack that hits the target 
deals 5d6 slashing damage. 


‘TRANSMUTE MAGMA 
5th-level sorcery (magma) 


Casting Time: 1 action 
Range: 120 feet 
Components: V, S 
Duration: Instantaneous 


One of the sorceries developed from the magma of Mt. 
Gelmir. After discovering the ancient hexes of Gelmir, 
Rykard, son of Queen Rennala, brought them back into 
practical use as new forms of sorcery. 


You choose an area of stone or magma that you can 
see that fits within a 40-foot cube and that is within 
range, and choose one of the following effects. 

Transmute Rock to Magma. Nonmagical rock of any 
sort in the area becomes an equal volume of thick and 
flowing magma that remains for the spell’s duration. 

If you cast the spell on an area of ground, it becomes 
molten enough that creatures can sink into it. Each foot 
that a creature moves through the magma costs 4 feet of 
movement, and any creature on the ground when you 
cast the spell must make a Strength saving throw. A 
creature must also make this save the first time it enters 
the area on a turn or ends its turn there. On a failed 
save, the creature takes 5d6 fire damage. 

If you cast the spell on a ceiling, the magma falls. Any 
creature under the magma when it falls must make a 
Dexterity saving throw. A creature takes 4d8 fire 
damage on a failed save, or half as much damage on a 
successful one. 

After a minute the magma cools and becomes fragile 
enough that creatures can easily escape from it. 

Transmute Magma to Rock. Magma in the area no 
more than 10 feet deep transforms into soft stone for 
the spell’s duration. Any creature on the magma when it 
transforms must make a Dexterity saving throw. Ona 
failed save, a creature becomes restrained by the rock. 
The restrained creature can use an action to try to break 
free by succeeding on a Strength check (DC 20) or by 
dealing 25 damage to the rock around it. On a 
successful save, a creature is shunted safely to the 
surface to an unoccupied space. 


TRIPLE RINGS OF LIGHT 


4th-level incantation (golden order) 


Casting Time: 1 action 
Range: 30 feet 
Components: V, S 
Duration: Instantaneous 


One of the incantations of the Golden Order 
fundamentalists. A gift from the young Miquella to his 
father, Radagon. 

You conjure three perfect circles of golden light in 
your hand and hurl them at different points in within 
range. Each ring must be at least 10 feet away from 
another. Each disk is 5-feet wide and travels in a line to 
the chosen point. Each creature in the line must make a 
Dexterity saving throw or take 4d6 radiant damage. A 
target takes half damage on a successful save. The disk 
remains in the space at the end of the line until the end 
of your next turn. Any creature that moves into the 
space or ends their turn there must make the same 
saving throw with the same results. At the beginning of 
your next turn, the disk returns in a straight line ending 
in the nearest space adjacent to you. Each creature in 
the line is affected in the same manner as first one. The 
spell ends if you move out of range of any of the disks. 


At Higher Levels. When you cast this spell using a spell 
slot of 5th level or higher, the damage increases by 1d6 
for each slot level above 4th. 


UNENDURABLE FRENZY 


6th-level incantation (frenzied flame) 


Casting Time: 1 action 
Range: 

Components: V, S 
Duration: 1 minute 


Incantation originating from the maddening Three 
Fingers. It is the maddening pain and unstoppable tears 
of those afflicted with the flame of frenzy brought into 
being. 

Frenzy overtakes you and bursts from your eyes ina 
30-foot cone. Each creature in the area must make a 
Wisdom saving throw. On a failure, the target takes 8d6 
psychic damage and is Stunned until the end of its next 
turn. On a success, the creature takes half damage and 
isn’t Stunned. 

Afterwards, you must succeed on a DC 10 Wisdom 
saving throw or be Stunned until the end of your next 
turn. 

At Higher Levels. When you cast this spell using a 
spell slot of 7th level or higher, the damage increases by 
1d6 for each slot level above 6th. 


UNSEEN BLADE 
Cantrip sorcery (night) 


Casting Time: 1 action 
Range: Touch 
Components: V,S 
Duration: 1 minute 


One of the night sorceries of Sellia, Town of Sorcery. 
Used by Sellian assassins to present themselves as 
unarmed sorcerers. 

You mask a weapon in night magic, obscuring it in 
the hand of the wielder. The next attack made with the 
invisible weapon before the spell ends is made at 
advantage. 


UNSEEN FORM 
2nd-level sorcery (glintstone) 


Casting Time: 1 action 

Range: Touch 

Components: V,S 

Duration: Concentration, up to 1 hour 


One of the night sorceries of Sellia, Town of Sorcery. 
The Sellian assassins considered every option that 
aided their dirty work. 

A creature you touch becomes invisible until the spell 
ends. Anything the target is wearing or carrying is 
invisible as long as it is on the target’s person. The spell 
ends for a target that attacks or casts a spell. 


At Higher Levels. When you cast this spell using a spell 
slot of 3rd level or higher, you can target one additional 
creature for each slot level above 2nd. 


Voip ANCHOR 
5th-level sorcery (gravity) 


Casting Time: 1 action 
Range: 90 feet 
Components: V, S 
Duration: Instantaneous 


One of the glintstone sorceries that manipulates 
gravitational forces. The sorcery originates from the 
Onyx Lords, who had skin of stone, and were called 
lords in reverential fear of their destructive power. 

Choose a creature that you can see within range. The 
target must succeed on a Strength saving throw or be 
paralyzed for the duration. This spell has no effect on 
undead. At the end of each of its turns, the target can 
make another Strength saving throw. On a success, the 
spell ends on the target. 

At Higher Levels. When you cast this spell using a 
spell slot of 6th level or higher, you can target on 
additional creature for each slot level above 5th. 


VYKE’S DRAGONBOLT 


4th-level incantation (dragon cult) 


Casting Time: 1 action 

Range: Self 

Components: V, S 

Duration: Concentration, Up to 10 minutes 


Incantation of Vyke, knight of the Roundtable Hold. Of 
all the knights, Vyke the Dragonspear was the one 
Lansseax loved the most. 

Red lightning strikes down upon you. Until the spell 
ends, melee weapons you wield deal an additional 2d8 
lightning damage on a hit and you have vulnerability to 
lightning damage. 


WALL OF BLACKFLAME 
4th-level incantation (Sodskin apostle) 


Casting Time: 1 action 

Range: 120 feet 

Components: V, S 

Duration: Concentration, up to 1 minute 


A black flame incantation of the Godskin Apostles. The 
Apostles were all embraced by the Gloam-Eyed Queen, 
and the black flame was their armor within. 

You create a wall of blackflame on a solid surface 
within range. You can make the wall up to 60 feet long, 
20 feet high, and 1 foot thick, or a ringed wall up to 20 
feet in diameter, 20 feet high, and 1 foot thick. The wall 
is opaque and lasts for the duration. 

When the wall appears, each creature within its area 
must make a Dexterity saving throw. On a failed save, a 
creature takes 5d8 fire damage, or half as much damage 
on a successful save. 


One side of the wall, selected by you when you cast this 
spell, deals 5d8 fire damage to each creature that ends 
its turn within 10 feet of that side or inside the wall. A 
creature takes the same damage when it enters the wall 
for the first time on a turn or ends its turn there. The 
other side of the wall deals no damage. 

This spell ignores damage resistance of Celestial 
creatures. 

At Higher Levels. When you cast this spell using a 
spell slot of 5th level or higher, the damage increases by 
1d8 for each slot level above 4th. 


WALL OF ICE 
6th-level sorcery (snow witch) 


Casting Time: 1 action 

Range: 120 feet 

Components: V, S 

Duration: Concentration, up to 10 minutes 


Sorcery said to have been used by the old snow witch. 
The snowy crone taught the young Ranni to fear the 
dark moon as she imparted her cold sorcery. 

You create a wall of ice on a solid surface within 
range. You can form it into a hemispherical dome or a 
sphere with a radius of up to 10 feet, or you can shape a 
flat surface made up of ten 10-foot-square panels. Each 
panel must be contiguous with another panel. In any 
form, the wall is 1 foot thick and lasts for the duration. 

If the wall cuts through a creature’s space when it 
appears, the creature within its area is pushed to one 
side of the wall and must make a Dexterity saving 
throw. On a failed save, the creature takes 10d6 cold 
damage, or half as much damage on a successful save. 

The wall is an object that can be damaged and thus 
breached. It has AC 12 and 30 hit points per 10-foot 
section, and it is vulnerable to fire damage. Reducing a 
10-foot section of wall to 0 hit points destroys it and 
leaves behind a sheet of frigid air in the space the wall 
occupied. A creature moving through the sheet of frigid 
air for the first time on a turn must make a Constitution 
saving throw. That creature takes 5d6 cold damage on a 
failed save, or half as much damage on a successful one. 

At Higher Levels. When you cast this spell using a 
spell slot of 7th level or higher, the damage the wall 
deals when it appears increases by 2d6, and the damage 
from passing through the sheet of frigid air increases by 
1d6 for each slot level above 6th. 


WALL OF THORNS 
6th-level sorcery (blood) 


Casting Time: 1 action 

Range: 120 feet 

Components: V,S 

Duration: Concentration, up to 10 minutes 


An aberrant sorcery discovered by exiled criminals. 
Theirs are the sorceries most reviled by the academy. 
The guilty, their eyes Souged by thorns, lived in eternal 
darkness. There, they discovered the blood star. 


You create a wall of tough, pliable, tangled brush 
bristling with needle-sharp thorns. The wall appears 
within range on a solid surface and lasts for the 
duration. You choose to make the wall up to 60 feet 
long, 10 feet high, and 5 feet thick or a circle that has a 
20-foot diameter and is up to 20 feet high and 5 feet 
thick. The wall blocks line of sight. 

When the wall appears, each creature within its area 
must make a Dexterity saving throw. On a failed save, a 
creature takes 7d8 piercing damage, or half as much 
damage on a successful save. 

A creature can move through the wall, albeit slowly 
and painfully. For every 1 foot a creature moves through 
the wall, it must spend 4 feet of movement. 
Furthermore, the first time a creature enters the wall on 
a turn or ends its turn there, the creature must make a 
Dexterity saving throw. It takes 7d8 slashing damage on 
a failed save, or half as much damage on a successful 
one. 

At Higher Levels. When you cast this spell using a 
spell slot of 7th level or higher, both types of damage 
increase by 1d8 for each slot level above 6th. 


WHIRL, O FLAME! 


2nd-level incantation (ruinous flame) 


Casting Time: 1 action 
Range: 

Components: V, S 
Duration: Instantaneous 


Superior Incantation of the Fire Monks. Fire beguiles 
those who gaze into it. And so the guardians of the 
flame are also its worshippers. 

Make four melee spell attacks that may be split 
between up to four creatures within range. On a hit, 
each attack deals 3d4 fire damage. 

At Higher Levels. When you cast this spell using a 
spell slot of 3rd level or higher, the damage taken 
increases by 1d4 for each slot level above 2nd. 


WRATH OF GOLD 


3rd-level incantation (erdtree) 


Casting Time: 1 action 
Range: Self (15-foot radius) 
Components: V, S 
Duration: Instantaneous 


Superior Erdtree Worship incantation. This incantation 
was discovered when the Elden Ring was shattered, and 
it was feared as a sign of the Erdtree’s wrath. 

Call upon divine laws and produce a shockwave. Each 
creature within 15 feet of you must succeed ona 
Constitution saving throw or take 6d6 radiant damage 
and be pushed ten feet away from you and be knocked 
prone. On a success, the creature takes half as much 
damage and is not pushed. 

At Higher Levels. When you cast this spell using a 
spell slot of 4th level or higher, the damage increases by 
1d6 for each slot level above 3rd. 


ZAMOR ICE STORM 
7th-level sorcery (snow witch) 


Casting Time: 1 action 

Range: Self (A 15-foot-radius, 50-foot-high cylinder) 
Components: V, S 

Duration: Concentration, up to 1 minute 


Ice sorcery of the Town of Zamor. Cloaked in icy 
tempests, the knights of Zamor have challenged the Fire 
Giants since ancient times. 

A whirlwind of freezing air surrounds you for the 
spell’s duration in a 15-foot radius 50-foot high cylinder. 
The area of the whirlwind is difficult terrain. A creature 
must make a Dexterity saving throw the first time ona 
turn that it enters the whirlwind or when it ends their 
turn in it, including when the whirlwind first appears. A 
creature takes 8d6 bludgeoning damage and 8d6 cold 
damage on a failed save, or half as much damage on a 
successful one. 

When you create the storm, you can choose whether 
to have it draw creatures into the storm or force them 
out. If you choose the former, creatures within the area 
of the whirlwind must succeed on a Strength saving 
throw at the beginning of their turns or be dragged toa 
free space adjacent to you. If you choose the latter, 
creatures within the whirlwind must make the same 
save or be pushed to the edge of the storm. 

At Higher Levels. When you cast this spell using a 
spell slot of 8th level or higher, both damage types 
increase by 1d6 for each slot level above 7th. 
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